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An all new episode with new levels, new weapons and new aliens to splat, 
from the original creators. Full version of Duke Nukem 3D required. 
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Network and Modem Mayhem! 


30 Nitro-Burning Missions! 


Over 25 Customizable Cars! © 
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FEATURES 


45 Nintendo 64 
vs. the PC: the 


Uitimate Electronic 
Gaming Championship by Glenn Broderick and Jeff James 

Nintendo’s new console system promises to deliver a one-two punch of 
superior technology and lower cost. Meanwhile, PC makers are upping 
the ante with Pentium MMX technology and blindingly fast CPUs. Which 
will wear the “king of the gaming hill” crown? Watch as Jeff and Glenn 
duke it out for the answer. 
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74 The Elder Scrolls: 
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76 A-10 Cuba! 


SPORTS 
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79 FPS: Baseball Pro ’96 
80 Striker ’96 
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82 Age of Rifles 
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84 Robert E. Lee: 
Civil War General 
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by Kevin McCann 
Check out this sure-to- 
win strategy. That’s an 
order, mister. 


104 The Pandora 
Directive 

by Kevin McCann 

Sleuth your way to victory 

in Access’s follow-up to 

Under a Killing Moon. 


ON THE COVER 


Just when you thought it was safe to go back into the water, you notice 
something lurking just below the surface. Oh my God, it’s ... Bill Gates! 
That’s right; Microsoft shows the gaming community that it’s here to 
stay with its biggest title of the year, Deadly Tide. 


56 Action Onslaught! 
The Hottest PC Arcade Games by Jeff James 
This year, game developers like Eidos and Microsoft are proving that the 
PC is just as viable a platform for action games as it is for strategy and 
adventure. The big problem now is deciding which titles to take home. 
Jeff, with some help from Glenn, seeks to solve that dilemma by high- 
lighting the cream of the upcoming action games crop. 


Microsoft is fighting for a spot in your “Games” folder this holiday 
season with its flagship title, Deadly Tide. 


COMPUTER PLAYER (ISSN 1077-3967) 

is published monthly by Air Age Inc.,100 East Ridge, 
Ridgefield, CT 06877-4606. Copyright 1996, all 
rights reserved. The contents of this publication may 
not be reproduced in whole or in part without con- 
sent of the copyright owner. Periodical Postage paid 
at Wilton, CT, and additional Mailing Offices. 


SUBSCRIPTION INFORMATION: call 
1.800.328.6719. One year (12 issues)—without 
disc: U.S.—$19.95; Canada—$34.95 ( including 
G.S.T.) With disc: U.S.—$29.95; Canada—$45.05 
(including G.S.T— no. 13075 4872 RT). 
Elsewhere: $32.95 without disc; $42.95 with disc. 


DEPARTMENTS 


10 The CP ROM 
Oodles of demos from the 
hottest games await! 


14 Editor’s Bytes 


18 NewsNet 

This time around, Britain’s 
prodigal son takes a look at 
Nuts, Flight!Zone, Westworld 
2000, Free Enterprise and a new 
contender in the exploding video 
card market. You won’t want to 
miss this! 


MultiPlayer 

You lucky reader! You now hold 
in your hot little hands the inau- 
gural appearance of CP’s newest 
column. In this issue, we tell you 
in plain English what you need to 
Know in order to play against 
other people. In addition, you'll 
find in-depth product reviews as 
well as the MultiPlayer Gaming 
Spotlight. 


28 


34 Previews 

Madden NFL ’97, SPQR, The 
Neverhood, ZPC, Magic: The 
Gathering, Screamer 2, Swiv, 


Battlecruiser 3000 A.D. 


89 Capsule Reviews 

Mr. Wonder’s Greatest Toyshop 
on Earth, Muppet Treasure 
Island, Cylindrix, Nuke It, Total 
Meltdown, Indiana Jones and his 
Desktop Adventures, The Pink 
Panther’s Passport to Peril. 


100 Cheat Mode 
The targets of Kevin McCann’s 
cheatin’ heart this month are: 
MissionForce: CyberStorm, 
Rise of the Robots 2, 
Back to Baghdad, Chaos 
Overlords, Close Combat, 
Venom/Spider-Man: Separation 
Anxiety, SimTower and TFX. 


Reboot 

During the Amiga’s glory days, 
The Faery Tale Adventure suc- 
ceeded more than most of its 
competitors. This month, Chuck 
Miller takes a look at this aging 
classic and looks ahead to The 
Faery Tale Adventure II: The 
Halls of the Dead, a long over- 
due follow-up. 


111 


EDITORIAL: send correspondence to Editors, COM- 


PUTER PLAYER, 100 East Ridge, Ridgefield, CT 
06877-4606. We welcome all editorial submissions, 
but assume no responsibility for the loss or damage 
of unsolicited material. To authors, photographers 
and people featured in this magazine, all materials 
published in COMPUTER PLAYER become the 
exclusive property of Air Age Inc., unless prior 
arrangement is made in writing with the Publisher. 
ADVERTISING: Contact Rick Vandervoorn, Director 
of Advertising, 4200 Park Blvd., Suite 153, Oakland, 
CA 94602. Phone 510.530.9586; fax 510.530.9587. 


PRINTED IN THE USA 


CHANGE OF ADDRESS: to make sure you don’t 
miss any issues, send your new address to COM- 
PUTER PLAYER, P.O. Box 423, Mount Morris, IL 
61054-0423, six weeks before you move. Please 
include the address label from a recent issue, or 
print the information exactly as shown on the label. 
The Post Office will not forward copies unless you 
provide extra postage. 

POSTMASTER: please send Form 3579 to 
COMPUTER PLAYER, 

P.O. Box 423, Mount Morris, 

IL 61054-0423. 
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crawl your way back to the human you once were. 


" kkk kK 


— PC Games 


“Twisted humor 
and startling graphics.... 
One of the best games i 


you'll ever play!” ft ? _ i 
-The Discovery Channel ae "es 


“MYST meets Blue Velvet” _ Es ~ Ned mi) , 


-CD-ROM Today y = ait } . ace 


“It will keep you playing 
for hours. “-pc Magazine 


HTTP://WWW. BADMOJO. COM 
VISIT YOUR LOCAL RETAIL STORE FOR A GREAT FIRST-LEVEL DEMO. 
CIRCLE #103 ON READER SERVICE CARD 


“The F-22 here is by far the most strikingly rendered 
plane yet seen in a PC simulation.” 
- Denny Atkin 
Computer Gaming World 
September 1996 


"The look of the sky as you soar through it, the glare of 
the sun and the shifting of your F-22 as you perform 
maneuvers are simply unparalleled in the world of 
flight sims...[It will] keep even the most jaded flight-sim 
fan glued to the monitor..." 

- Glenn Broderick 


Computer Player 
September 1996 


“Easy to play and still over the top in battle situations, not 
only will this version [Comanche 3] be plain fun, it'll look as 
fabulous upon arrival as the original Comanche did.” 

- Computer Games Strategy Pius 
August 1996 


“Still pictures can't do justice to the 
al smoothness and beauty produced 

by Voxel Space 2. Players will have 
to see the game [Armored Fist 2- M1A2 Abrams] 
for themselves to appreciate just how groundbreaking 
NovaLogic's 3D engine really is." 

- Next Generation 

August 1996 


Comanche and Armored Fist are registered trademarks of NovaLogic, Inc. F-22, F-22 Lightning lI, Comanche 3, Armored Fist 2 - M1A2 Abrams, Voxel Space, Voxel Space 2, NovaLogic, 
the NovaLogic logo and,NovaLogic - The Art of War are trademarks of NovaLogic, Inc. All other trademarks are property of their respective owners. Copyright 1996 NovaLogic, Inc. 
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THE ART OF WAR 


Your journey through our CD 
begins here in this corridor; 
click on the door, and you’re 
on your way. 


ACTION 


DeathDrome 

Win 95 M@ Viacom New Media 
Website: http://www. 
viacomnewmedia.com 

Phone: 212.258.6000 

You’ve been sentenced by the 
Committee of Recreational 
Termination to take charge of a 
futuristic driving machine and fight 
for your life. 


HynerBlade 

Win 95 @ Activision 

Website: http://www.activision.com 
Phone: 310.479.5644 

This is the ultimate mix of hockey 
and lacrosse and is played in an 
elliptical, domed arena. 


Interstate '76 

Win 95 @ Activision 

Website: http://www.activision.com 
Phone: 310.479.5644 

You play as Groove Champion, a 
’70s auto vigilante who’s looking for 
his sister’s killer. 


Necrodome 

Win 95 @ SSI 

Website: http://www.ssionline.com 
Phone: 408.737.6850 

Jump into the driver’s seat or the 
turret and blast your way through 
the Necrodome. This is cooperative 
play at its best. 


ADVENTURE 


Diablo 
Win 95 @ Blizzard 
Website: http://www. blizzard.com 


10 COMPUTER PLAYER 


GAME DEmMos INDEX 


INSIDE-y, 


WELCOME 


reetings once again from the 
staff of CP! Right now, you’re 
probably just getting into the 
mag and wondering to yourself, “Do 
I really want to take the time to put 
this CD in my computer?” Let us 
answer that for you: yes! As always, 
we here at CP have ensured that the 


CP-ROM you now possess is filled to 
the brim with only the hottest game 
demos and utilities. This month’s 
edition is even more fantastic than 
usual because our very own senior 
editor, Jeff James, submitted one of 
his own multiplayer maps for 
WarCraft I! You gotta check it out. 


able demos. 


Click on the console to 


Click on the replicator 
to see a menu of game 


genres. 


learn a little bit about CP, 
its editors and their demo 
picks of the month. 


Click on your genre of 
choice to see a list of avail- 


WOODEN SHIPS & IRON MEN 
 MonsTER TRuC 
INTERSTATE "76 

HIND : 


‘ SUIT LARRY 


Now click on the button to 
the left of the game .that 
you want to play, and fol- 
low the onscreen instruc- 
tions. Have fun! 


Phone: 714.955.1382 

You'll need every spell and weapon 
you can get your hands on as you 
venture to places darker than your 
worst nightmare. 


Leisure Suit Larry 7: 

Love For Sail! 

Win 95 @ Sierra 

Website: http://www.sierra.com 
Phone: 206.644.4343 

Join everyone’s favorite loser as he 
heads out on another adventure; 
this time, Larry is aboard the super- 
sexy cruise ship The PMS Bouncy. 
This is adult adventure at its best. 


SIMULATION 

Hind 

Win 95 M@ Interactive Magic 
Website: http://www. 
imagicgames.com 

Phone: 919.461.0722 

The Hind is loaded with a large vari- 
ety of weapons and more shields 
than you can shake a nuclear mis- 
sile at. Fire away! 


Loony Labyrinth 

Mac/Win 3.1/Win 95 M@ Star Play 
Productions 

Website: http://www.starplay.com 
Check out this pinball sim that was 
designed to appeal to gamers of all 


ages. Settings range from 2000 B.C. 


to modern times. 


Monster Truck Madness 
Win 95 @ Microsoft 
Website: http://www.microsoft.com 


Forget packing up the trailer and 
heading to the civic center this week- 
end. Microsoft brings all the metal- 
crunching action to your desktop! 


Wooden Ships & iron Men 
MS-DOS @ Avalon Hill 

Phone: 410.426.9600 

Take the helm of either a single ship 
or an entire fleet of sail-driven boats 
and navigate through a huge assort- 
ment of campaigns. 


LS TRATEGY 


Age of Rifles 

MS-DOS @ SSI 

Website: http://www.ssionline.com 
Phone: 408.737.6850 

Using only weaponry that was avail- 
able between 1846 and 1905, you 
take charge in a series of cam- 
paigns that span the globe. 


American Civil War 

Win 95 @ Interactive Magic 
Website: http://www. 
imagicgames.com 

Phone: 919.461.0722 

Take control of either the North or 
the South, build farms, recruit 
troops and tell them what to do. 


Battleground 4: Shiloh 

Win 95 @ TalonSoft 

Website: http://www.talonsoft.com 
Phone: 410.933.9191 

Jump back in time to April 6 and 7, 
1862, the dates of one of the Civil 
War’s most infamous battles. Could 
you have made a difference? 
There’s only one way to find out. 


Battleground 3: Waterloo 

Win 95 @ TalonSoft 

Website: http://www.talonsoft.com 
Phone: 410.933.9191 

History buffs, take note! Step into 
Napoleon’s shoes for a while and 
find out how you would fare in this 
epic battle. 


BITS AND BYTES 


America Online 

Mac/Win 

Website: http://www.aol.com 
Phone: 800.827.3338 

America Online makes it easy and 
fun to access the Web—the world of 
online news and information, 
finance, entertainment, email, free 
software, shopping and more. 


Jeff James’ WarCraft il 
scenario 

MS-DOS 

Jeff slaved for months on this map 
(OK, so maybe it’s more like an 
hour, but it’s the thought that 
counts!). Slap this puppy into your 
WAR2 root directory and prepare to 
be perplexed. 


Sci Tech Display Doctor 
MS-DOS/Win 3.1/Win 95 lf Sci Tech 
Software 

Email: Support@scitech.com 
Phone: 916.894.8400 

ld Software recommends the use of 
this handy utility to get the most out 
of Quake. 


‘ASS ON THE BATTLEFIELD BUT IF YOU 


DON’T TURN A PROFIT, YOU’RE 


OUT OF BUSINESS! 


ENTEEMS: Sen Fevebel lon, See Loge bal 
SULEET DIAMETER: O88 
PULLET URRGNTE 7.45 


= ¢ Hours - endless gameplay 


SEE 


= tus ee | For more inform ation, 
Over 40 deadly weapons call 1-800-985-7456 


e ° Tons of accurately researched equipment (81 8-734-9563 outside the U.S.) 


® High stakes business simulation ALAN WESTIN IMPINGE 
* Superb SVGA color CIRCLE #105 ON READER SERVICE CARD | 


New World Computing, the New World Computing Logo and Wages of War are trademarks and/or registered trademarks of The 300 Company. © 1996 The 3D0 Company. All Rights Reserved. 
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Take command of the greatest sailing ships of all time! 


PC Gamer 


Questions? 410-933-9191 Orders only: 800-211-6504 
or order direct from our Web site www.talonsoft.com 


TalonSoft Inc. P.O. Box 632 Forest Hill, MD 21050 © Copyright 1995, 1996 TalonSoft Inc. 
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Gaming Drives 
New Technology 


You know that computer gaming has really become popular when 
you see well-known PC companies like NEC and IBM creating 
computer systems devoted entirely to playing games. Ten years 
ago, companies like Commodore Business Machines were trying 
to discourage third-party developers from creating games for their 
systems. At the time, Commodore didn’t want to be known as the 
“toy computer company” and tried to market its systems as seri- 
ous business computers for the home and office. That company’s 
snobbery and lack of vision inevitably led to its downfall. One of 
the primary reasons computer users bought Commodores was to 
play good-quality games. 

What’s really interesting is that applications like word process- 
ing and spreadsheets no longer push technology to new heights. 
Instead, the games prompt companies to come up with newer 
and better hardware. At one time, hardware customers bought 
math co-processors to crunch numbers in Lotus 1-2-3. Now they 
buy 200MHz Pentiums to play Origin’s Privateer 2. And let’s face 
it: you don’t need an 8X CD-ROM drive to use your favorite 
online service. All those new video graphics cards that you see 
coming out this fall are there for one reason—to make games look 
and perform better. 

A positive side effect of all this new hardware becoming avail- 
able is that prices remain low and will probably drop even further. 
Introductions of new Pentium CPUs, high-speed modems and the 
rest quickly cause prices to fall on older components. On the 
other hand, equipment becomes obsolete more quickly than ever 
before. You are forced to upgrade your PC just so that you can 
play some hot new game you’ve been anticipating. I usually tell 
people who complain that their P70s are too slow that whenever 
you buy a piece of hardware, you have to accept that it will be 
obsolete within a year, more or less. I learned my lesson after I 
purchased my sixth machine. 

Computer industry insiders seem to overlook that the gaming 
segment of the market is no longer comprised solely of technology 
geeks looking for a diversion. It has moved far beyond the nerds 
with pencil holders in their shirt pockets and into the main- 
stream. Gaming is now part of the entertainment industry, as well 
as the computer industry. And when it comes to entertainment, 
consumers demand the most realism, hence the improvement in 
the quality of games, hence the push for better hardware. 


—Mike Davila 
Editor-in-Chief 


Mike “Multiplayer” Davila—Editor-in-Chief 

As head honcho of CP, Mike thrives on pummeling 
_ his staff into oblivion during hot multiplayer matches. _ 

Jeff James once actually dared to send an APVfilled 


with engineers into Mike's base duringagame of = 


Command & Conquer. The resulting vendetta against 
Jeff in the following match was skillfully executed and 
VE Fa _ Involved two engineer-filled 
= Ue helicopters landing on his base. 


deff James—Senior Editor 
As Computer Player's self- 
confessed Internet game _ 
junkie, Jeff spends most of his 
day cursing at real (and imag- 
ined) adversaries while locked 
in multiplayer combat. Here we > 
_ See him in the field looking for 
news, leaving no 9 stone (or burrito) unturned for an. 
upcoming article on cooking simulations. 


Glenn Broderick—Associate Editor 

Hot off the heels of a seven-day “bachelor binge” that 
— included the N64, Quake, Alley Cats and “Happy 

Gilmore,” Glenn is rested and ready for the imminent 

deluge of holiday releases. The fate of his Brown © 

Deathmobile, however, is still unclear. Stay tuned! 


Bernie Dy-—-Contributor 

The only “valley guy” on staff, Bernie grew up in Thousand 
Oaks, CA—that’s right, the setting of that evil HBO televi- 
sion series. After he graduated from UC Irvine, he packed 
his bags and moved to Houston to work for Ross Perot’s 
old company. He’s been a devoted CP contributor since the 
very first issue. 


Kevin McCann—Game 

Strategies Editor 

Although Kevin is Mr. Cheat 

Mode and Strategies, he 

still finds time to make the 

best out of living in a 

Hawaiian garden spot. 

Between playing and 

reviewing games, he buzzes 

the shores of Oahu on his Kawasaki Waverider. 


Chuck Miller—Contributor and Columnist 

Well-known as a columnist, adventure aficionado and aging - 
joystick jock, Chuck has logged more hours in the last 
decade staring at glowing phosphors than is healthy or 


sane. lf he’s not penning one of his regular columns, review- 


ing a game or posting his latest Web feature, you'll probably find him with 
mouse or joystick locked in a death grip, Duking it out, Quaking in his heals. or 
Meching someone's day. 


HOW TO REACH COMPUTER PLAYER 
America Online: CompPlayer *« CompuServe: 70007 ,3554. 
internet: CompPlayer@aol.com 


OR, THE OLD-FASHIONED WAY: 
Editors, COMPUTER PLAYER, 100 East Ridge, 
Ridgefield, CT 06877-4606. 
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OPYGRAFT 


Spycraft: The 11th Hour Phantasmagoria Gabriel Knight: Zork Nemesis Command & Conquer 
e Great Game Interactive Game 5054309 Adventure 9004502 The Beast Within Adventure 5065602 Strategy Game 5050208 

Adventure 5063201 DOS 486/66, 8mb, M WIN3.1 486/66 or MAC LCIII,8mb,M = Adventure 5060405 DOS 486/66 or MAC 68040, 8mb, M DOS 486/66, 8mb, M 

DOS 486/66 or MAC 68030, 8mb, M WIN3.1 486/33 or MAC 68040, 8mb, M 


95 
ea. 


Give or Get 2 CD- ROMs for sO 


Fee hee Fe Fee Pius 1 wore ar GREAT savines! 


Cyberia 2 Adventure 5074703 Quest For Glory Police Quest: SWAT Adventure 5062500 
DOS 486/66, 8mb, M Anthology Adventure 5072806 WIN3.1 486/33, 8mb, M 

Star Trek Deep Space Nine: Harbinger Adventure 5072608 DOS 386, 4mb, M Mission Critical Adventure 5062807 
DOS 486/66, 8mb, M King’s Quest VII: DOS 486/33, 4mb, M 

Mechwarrior 2 Arcade Style 5043609 The Princeless Bride Arcade Style 5024401 The Lost Mind Of Dr. Brain Children's Ed. 5037502 
DOS 486/66 or MAC 68040, 8mb, M WIN3.1 386/33 or MAC LCIII, 4mb, M WIN3.1 486 or MAC LCIII, 4mb, M 

Instant Internet Access Internet Guide 5031000 Resume Maker Deluxe CD Home/Personal 5050703 Just Me & My Dad Children’s Ed. 5067400 
WIN3.1 386, mb, M WINS.1 386/33, 8mb, M, P, K WINS.1 486 or MAG LCIIl, mb, M 

McKenzie & Co./Games For Her —_ Adventure 5052808 Official Guide To Compton's Encyclopedia Gen. Reference 5046008 
WIN3.1 486/50, 8mb, M Netscape Navigator Computer Tutor. 5061908 WIN3.1 386, 4mb, M 

Zone Raiders Arcade Style 5058904 WINS.1 486, 4mb or MAC LCI, 8mb, M Beer Hunter Gen. Interest 5040803 
DOS 486/50, 8mb, J, K Trophy Bass Fishing Arcade Style 5054101 WIN3.1 486 or MAC LCIII, 4mb, M 

Hexen Arcade Style 5056403 WINS.1 486/66 or MAC LCIII, 8mb, M Connections Adventure 5071501 
DOS 486/33 or MAC 68040, 8mb, M Corel Gallery Clip Art Library 5010301 WIN3.1 486/33 or MAC 68040, 8mb, M 

TerraNova: Strike Force Centauri Arcade Style 5066600 WINS.1 386, 4mb or MAC LCIII, 2mb, M Print Artist 3.0 Home/Personal 5051404 
DOS Pentium, 8mb, M The Ultimate Doom: WIN3.1 386/25, 4mb, M, K, P 

PTS Official sien erie Arcade Style 5044409 Navy Strike Flight Sim. 5051909 
Windows ‘95 Tutorial Computer Tutor. 5043807 sag mM bk DOS 486/66, 4mb, M, J, K 

WIN3.1 386/33, 4mb, M Trivial Pursuit Strategy Game 5027404 The Unexplained Historical 5079801 
Aces Collector's Edition Flight Sim. 5037908 WINS.1 386 or MAC LCIII, 4mb, M WIN3.1 486/33, 8mb, M 

WIN3.1 486, 4mb, M Pool Champion Arcade Style 5060306 Saasar Arcade Style 5058805 
1001 Really Cool Web Sites _ internet Guide 5053004 sr ee 8mb, M, J, K Soe DOS 486/66, 8mb, M, J, K 

WIN3.1 386 or MAC Class, 4mb, M, K ee URE. alte ; Dinotopia Adventure 5063003 
Flight Unlimited Flight Sim. 5070800 _ nt or es mn 4mb, M scan iit DOS 486/66, mb, M 

DOS 486/66 or MAC PMAC/66, 8mb, M, J, K asper Brainy Boo ildren’s Ed. FX Fighter Arcade Style 5045109 
Nascar Racing Driving Sim. 5001300 WINS.1 486, 4mb or MAC LCIII, 8mb, M For ages 4-8 DOS 486/33, 4mb, M 7 

DOS 386/40, 8mb, M, J, K JAVA Programmer’s Library Internet Guide 5077200 Cacser It Strategy Game 5068606 
Police Quest: Open Season Adventure 5002803 WINS.1 386, 4mb, M DOS 386/40, 8mb, M 

DOS 386, 4mb, M, J, K or MAC LC, 8mb, M Jumpstart Kindergarten Children’s Ed. 5027701 


Outpost Strategy Game 5007703 
Nick Jr. Math Children’s Ed. 5072707 WIN3.1 386, 1mb or MAC LCIII, 4mb, M For ages 4-6 
WIN3.1 486/33 or MAC 68030, 8mb, M, K 


WIN3.1 386, 4mb or MAC LCIII, 8mb, M, K 
Mastercook Deluxe Home/Personal 5052709 ae? sin 
WIN3.1 386/25 or MAC II, 4mb, M Angel Devoid Adventure 5065404 


Doom II Arcade Style 5021506 DOS 486/66 or MAC LCII, 8mb, M 
see rcade Style 
DOS 386/33 or MAC LCIl, 4mb, M, J, K The Daedalus Encounter Adventure 5034707 


Pict Pertaxt Gol? ae 5054200 WIN3.1 486/33 or MAC LCIII, 8mb, M 
WIN3.1 386 4mb. MJ. K poUs William’s Arcade Classics 


~~ How To Select CD-ROMs For Your System, 


Each selection includes the following important information: : 
minimum system required, minimum CPU required, minimum a : 


amount of RAM required, and required peripherals — : aS! Si Arcade Style 5072400 V/ 
en The Oregon Trail II Children’s Ed. 5078308 DOS 486/33, 4mb, M 
(M=mouse, J=joystick, K=keyboard, P= mic iet , WIN3.1 486 4mb or MAC 68030, 5mb, M seal " 
For all titles, the minimum system requirements r r Shivers Adventure 9058102 Arcade Style 5066709 
otherwise indicated) are: Hardware: SVGA moni 56 colors), soun WIN3.1 486/33. 8mb.M DOS 486, 4mb, M 
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card, 40mb hard drive, double speed CD- 
: noo ee ee ee eee ee ee 
Dept. 6DL, 3109 Canterbury Court, 
F Columbia House CD-ROM Direct Bloomington, IN 47404-1498 
Yes, please enroll me under the terms outlined in this advertisement. As a member, | need buy just 
4 more CD-ROMs at your regular prices within the next 2 years. 


Send my CD-ROM selections for: (check one only) LJ PC (1) [_] Macintosh (3) 
Write in the selection #’s below 


Send me these 2 CD-ROMs for just $9.95 each 
ie $1. ae each il ta (total $23.40), 


_ Buy your first selection now and have less to buy later! 


A whole new way to get the most a 

exciting CD-ROMs this holiday season -— games, reference, edu- 
tainment and more — all at great prices! Great to give as gifts. Great to keep for 
yourself. Just write in the numbers of the 2 CD-ROMs you want for $9.95 each, 
plus shipping and handling. In exchange, you agree to buy 4 more CD-ROMs in 
the next 2 years, at our regular prices (currently as low as $29.95, plus shipping 
and handling) — and you may cancel membership at any time after doing so. 
What's more, you can get one more CD-ROM right now for the low price of $19.95 


and have less to buy later (see complete details in coupon). i Da Also sah my first selection for $19. 95 plus $1.75 shipping/handling which I'm ness. $23.40 ae 
Free CD-ROM magazine sent approximately every 4-6 weeks (up to 13 i payment (total 846. 10). : then need t to © buy only 3 more Ae of yi in (2 a 
times a year) reviewing our Featured Selection — plus scores of alternate choices, —_ ——— 
including many lower priced CD-ROMs. And you may also receive Special esa I Please check how paying: |_| [_] My check is enclosed. (BYM/BYQ) 
mailings up to four times a year. (That's up to 17 buying opportunities a year!) y <1] Charge my introductory CD-ROMs and future CD-ROM Direct purchases to: (BYN/BYR) 
Buy only what you want! If you want the Featured Selection, do nothing— | [| MasterCard [_] Diners Club [J AMEX [J] visa [] Discover 
it will be sent automatically. If you'd prefer an alternative selection, or none at all, just i 
mail the response card always provided by the date specified. You'll always have 14 F 
days to decide; if not, you may return the selection at our expense. Account Number Exp. Date Signature 
. My main CD-ROM interest is: (check one) (Note: You are always free to choose from any category.) 
Money-Saving Bonus Plan. If you continue your membership after ! zz . [le soe ] productvi 
fulfilling your obligation, you'll be eligible for our generous bonus plan. It enables you ] eae Gree ciucreris titles) eumnei sciatic 
to enjoy great savings on the CD-ROMs you want - for as long as you decide to . 
remain a member! J Name Phone ( ) 
10-Day Risk-Free Trial. We'll send details of how Columbia House CD-ROM I Add 
7a ress Apt. 
Direct works along with your introductory package. If you're not satisfied, return every- 
thing within 10 days at our expense for a full refund and no further obligation. f City State Zip 
Act now, membership in CD-ROM Direct may be limited. i Important! Did you remember to choose PC or Mac? Will your selections run on your system? 
For faster service, use your credit card and call us toll-free 24 hours a day. Note: Columbia House reserves the right to request additional information, to limit membership or reject any 
a application, or to cancel any membership. Offer limited to residents of the contiguous United States. Residents of 
Dept. Alaska, Hawaii, Puerto Rico, U.S. territories, APO and FPO addresses please write for separate offer. 
iad aad om BDL | Applicable sales tax added to all orders. F96-CDR-11G [100] ©1996 The Columbia House Company 


ENGAGE IN 4-PLAYER NETWORK ACTION THAT 
FEATURES THE SPEED OF HOCKEY AND THE SAVAGERY 
OF COMBAT 3 


BE THE MVP or BE DOA. 


“TS A TRADEMARK OF ACIIVISION, INC. 


BATTLE 12 TEAMS FOR THE LEAGUE CHAMPIONSHIP. 
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er 


STERED TRADEMARK OF WIZBANG! SOFTWARE PRODUCTI 
S OF THETR RESPECTIVE OWNERS. ALL RIGHTS RESERVED. 


DEVELOPED BY 
 WIZBANG! 


WITH 


«  . aeTTSion, 


ONS, INC, 


IN COLLABORATION — 


ACTIVISION. | 


AVAILABLE ON MS-DOS°/WINDOWs°95 CD-ROM. 
PLAY THE DEMO ON THIS MONTH’S COVER CD 


OWNLOAD IT AT HTTP://WWW. ACTIVISION. COM 
CIRCLE #109 ON READER SERVICE CARD 


mi by JOHN PATTERSON 


orget about the GDI, Nod, humans and even Orcs; 
LucasArts is about to give strategy gamers the 


THIS JUST IN! = they’ve been dying for: real-time combat 
between the Alliance and the Empire. In Rebellion, 


LucasArts and Real-time 
Strategy Together at Last! 


ollowing hard on the heels of 
Spycraft: The Great Game—which 


had armchair espionage enthusiasts 
practicing the black arts of misinfor- 


mation, counter-intelligence and 
political assassination all summer—comes 
K.G.B. Files from Inscape. It’s a third-person 
WW II combat game set in the closing 
months of the War. You are élite Red Army 
commando Lt. Ivan Tokarev, recruited by 
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you can play as the big cheese 
for either side. Your job respon- 
sibilities, which are reminiscent 


the Kremlin to help cripple the 
Third Reich's rapidly accelerating 
atomic weapons development pro- 
gram. Somehow, you must prevent 
Hitler’s scientists from building or 
obtaining and detonating the 
world's first atom bomb. After the 
Kremlin gets hold of a set of aerial 
reconnaissance photos showing 
unusual amounts of activity ata 
German rocket-production facility, 
you are selected to lead a squad of 


of previous 
real-time strat- a 
egy titles, will 
be set against 
the jaw-droppingly beautiful and mysterious worlds of the 
“Star Wars” trilogy. If you play as the Empire, you’ll have 
to capture Luke Skywalker and Mon Mothma or destroy 
the Rebel Alliance HQ. If you choose the Alliance, you 
must capture Darth Vader and the Emperor or destroy the 
imperial seat at Coruscant. Judging by the limited info 
we've received here at Computer Player—along with a 
handful of screenshots—it looks as if Rebellion could be 
the sleeper strategy hit of next year. 

Rebellion’s scheduled release is late in the first quarter 
of ’97, and this could be bad news for the long-standing 
kings of real-time strategy: millions (possibly over a bil- 
lion) of people are familiar with “Star Wars.” This brand 
recognition has turned most, if not all, “Star Wars”-based 
entertainment products into gold. Be sure to check back 
next month for more info on this huge event, and remem- 
ber: you heard it here first! —Glenn Broderick 
Contact LucasArts at 800.98.LUCAS. 


commandos to the Baltic coast to acquire as 
much information as you can before destroy- 
ing the facility. But almost before you get 
started, a traitor in your midst causes the 
deaths of the local 
partisans who 
were to aid 
you in your 
*® mission. 
Henceforth, 
it becomes 
apparent 
that your 


enemies include not only the Nazis, but 


members of your own organization. Left to 
your own devices, you'll find that you need 
to take on dive-bombing Messerschmitts, 
hordes of Wehrmacht soldiers and packs of 
Panzers. If this isn’t enough, you'll also 
engage in a jet-pack dogfight with your das- 
tardly Nazi opponents before you hijack an 
armored train on the way to Berlin for a final 
confrontation with Hitler. Whew, busy boy! 
K.G.B. Files will be the first game to use G3D, 
BlueSky’s proprietary digital-perspective 3D 
engine, which enables you to travel through 
the game environ- 
ment in real time 
accompanied by 
rich lighting effects 
and fluidly shifting 
camera perspec- 
tives. 

Contact Inscape at 
310.312.5705. 


IN THE WAR OF THE GAMING MACHINES, 
THERE WILL BE NEW ENEMIES 

THAT DO NOT KNOW HOW 
TO PLAY THE GAME... 


... AND FALCONS WILL FLY 
OVER THEIR BROKEN HULLS. 
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Virtual Superheroes 


S555. 


ate, 


ollowing hard on the heels of the 
Marvel Comics CD-ROMs dis- 
cussed recently in these pages 


comes their natural analog, 
Virtual Comics—the first concerted 
effort to reach comics fans online. The 
original comics, specifically developed 
for digital media, are layered experi- 
ences in which readers can interact 
with environments, learn secrets 


tagite 
Swiss knife 
Wire cutter 
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about the characters and generally be 
a part of their world. The comics are 
designed to fit your computer 
screen's aspect ratio, have custom 
palettes and are digitally colored and 
lettered. They come with navigable 
3D-rendered spaces—interactive, 
story-related environments that users 
can explore at their leisure. And for 
$1.99, you can access (and download, 


if you have a spare four 
megabytes of hard- 
drive space) the comic 
of your choosing. All of 
this, however, would 
be for nothing if the 
comics were no good. 
To that end, developer/ 
publisher Byron Preiss 
Multimedia, has col- 
lared some of the 
world’s best comics tal- 
ent. The director and 
editor-in-chief of Virtual Comics is 
Danny Fingeroth—18-year veteran of 
Marvel Comics’ “Spider-Man” titles, 
and the roster of artists, writers and 
ink persons contains a number of tal- 
ented freelancers from Marvel, DC 
Comics and Image Comics, all setting 
up shop on the Internet for the first 
time: names like Fabian Nicieza (X- 
Men), Ron Lim (Spider-Man), Dan 
Jurgens (Superman), Shawn McManus 
(Batman), Jimmy Palmiotti (Punisher) 
and Dan Panosian (Spawn). Virtual 
Comics will consist of three new, 
interrelated monthly titles: The Skul 
(to find where that missing “1” went, 
read the comic)—a teenage superhero 
whose adventures unfold within the 
confines of America’s most nightmar- 
ish prison; The Suit—a superhero 
whose armor holds innumerable fan- 
tastic secrets; and The 6—a super- 
team with links to a kidnapped super- 
hero. In due course, readers will be 
able to access the comics’ adaptation 
of the legendary Stan Lee’s 
“Riftworld” novels. And the comics 
will be available on CD-ROM as well. 
Contact Virtual Comics at http://www. 
virtualcomics.com or Byron Preiss 
Multimedia at 800.223.2336. 


One of my favorite fantasies 
(right after the one in which | 
rule the universe and concoct 
horrible deaths for my many 
enemies—oh, and after the 
other one involving Audrey 
Hepburn and a butterfly net ...) 
is to imagine myself as a master 
criminal, preferably a safe- 
breaker (like those doomed, 
break-in artists in the 1953 


French classic “Rififi,” or like James Caan in Michael Mann’s 
neglected 1981 masterpiece “Thief,” whose poster tagline was 
“Tonight, he’ll earn $277,000, take-home, tax-free; he’s a thief!”). 
Well, it looks as if I’ll soon be able to indulge this fantasy to my 
heart’s content—to the nth degree, in fact, because here comes 
Inscape with its newest puzzler, Safecracker. In it, players with 
adequately twitchy fingers and hearts of ice will crack a vast 
collection of safes in pursuit of a series of clues that lead pro- 
gressively to the formidable master safe. If you use logic, you'll 
crack the first safes relatively easily, but they become steadily 
harder to tackle and increasingly weird and bizarre. If you man- 
age to crack all 35, your reward will be a contract to work for 


ven if it were the most stu- 

pid, least interesting game in 

the world, |’d still find a way 
to get this one into “NewsNet.” 
Why? Because of its name, mainly. (Hold On to Your) 
Nuts—see what | mean?—is a fast and furious, real-time 3D 
action adventure with a wacky twist. You play the last 
Squeezil that still understands the Secret of the Great 
Shuddering Nut (OK, let’s settle down, people). Within said 
Nut lie the answers to the creation and existence of all 
Squeezils. And since you’re the only one of 'em who has 
the nuts, er, guts (quiet in the cheap seats!) to go looking for 
the truth, you set out on a quest. You'll have to explore the 
outermost reaches of the known Squeezil world in search of 
five ancient relics that you must take back to the Great 
Shuddering Nut. During your travels, you’ll be subjected to 
poison, beatings, being spat on—the works!—from, among 
others, your fellow Squeezils, and apparently, even if you 
are successful, there's a better than even chance that the 
Nut, far from displaying anything resembling gratitude, will 
chow down on you when you return. Still, with 40 highly 
interactive, challenging levels of psychedelic and humorous 
adventure in sundry 
wacky environments, 
you'll enjoy yourself 
before you become 
Nut food. (Hold On to 
Your) Nuts (had to say 
it one more time) will 
be available in the 
New Year. 
Contact Inscape at 
310.312.5705. 


the wealthy and eccentric Roger Crabb, of Crabb & Sons 
Ltd. (sounds like a limey to me), an established master of © 
the safe-making trade. 
Safecracker is ren- | 
dered in highly detailed 
3D using Silicon 
Graphics technology, 
and it was constructed 
using Macromedia’s 
Director 5.0 and 
Apple’s QuickTime VR 
technology; this allows 
complete 360-degree 
movement in a 3D envi- 
ronment. It will be 
available early in 1997. 
OK, that’s one of my 
fantasies come to life; 
now | need a butterfly 
net ... and a shovel. 
Contact Inscape at 
310.312.5705. 


publications 


Third Duke 


Well, | suppose if you’re the game of the year, as 
Duke Nukem seems to be, it’s likely that you’ll gar- 
ner more than one strategy guide. And indeed, 
Duke has now spawned not one, not two, but 
three of them. The latest—MacMillan/Brady 
Games’ “Totally Unauthorized Combat Guide to 
Duke Nukem 3D” by Steven M. Schafer—styles 
itself as “The ultimate guide to kicking alien ass” 
and offers complete walkthroughs for all 30 levels, 
including the locations of all keys, powerups and 
secret areas; dozens of tips on how to optimize SS 
your killing skills and ensure that the body count remains somewhere in the 
mid-hundreds; strategies for wasting as many of your friends as is inhumanly 
possible in a multiplayer network game; and an overview of the 3D Build 
engine, with hints on how to create your own levels, seething with assailants 
and eyebrow-deep in blood and viscera. If you can’t figure out Duke with the 
aid of the three strategy guides now available, there’s no hope for you! 
Contact MacMillan/Brady Games at 800.428.5331. 


Tinker, Tailor, 
Soldier, SpyCraft _ 


Amateur spies and armchair espionage enthusi- 
. asts greeted the release of SpyCraft: The Great 
me Game this summer with howls of ecstasy. Hell, 
_ even the real spooks were blown away by the 
game’s realism and detail. Among the positive 
SPYCRAFT reviewers was none other than William Webster, 
spat aggro ex-FBI supremo and onetime head of the CIA. 
AINBion pee And one of the game’s featured characters (play- 
ing himself), mid-’70s CIA boss William Colby, 
netted himself a few grim headlines when his body disappeared after a boat- 
ing accident. | know | asked myself a few questions about the possibility of 
skullduggery .... Well, the game has been so successful that it’s time for the 
strategy guide, and here it comes. “The Official Guide to SpyCraft: The Great 
Game,” by William H. Keith and Nina Barton, gives you a complete and 
detailed walkthrough, helpful hints to all the puzzles and mysteries, complete 
puzzle solutions and dossiers on and photos of all major characters. In addi- 
tion, there’s a glossary of “Company” terms to help you sort out friends and 
fiends. From espionage training to actual operations in the field, this guide 
should give you everything you need to flourish—or at least to stay alive—in 


“the world’s second oldest profession.” 
Contact MacMillan/Brady Games at 800.428.5331. 


I’m Gunnin’ for Ya! 


As | write this, the dust is settling in Iraq after several 
bombing raids by American planes (proof, if proof 
were needed, that there’s a presidential election in full 
swing), and the howling bombers that have filled the 
nation’s TV screens for the last couple of days put me 
in mind of that jingoistic and rather embarrassingly 
cheerful movie of the late Reagan/Bush years, “Top 
Gun.” The best thing about “Top Gun” isn’t the movie 
itself (hell, no); it’s the computer game, Top Gun: Fire 
at Will—a happenin’ little flight sim that has been 
rocketing its way around screens in these offices for 
many along month. Now we’re happy to announce that Brady Games has 
published “Top Gun: Fire at Will, The Official Strategy Guide” by the aptly 
named Scott Wolf (that’s what I’d call myself if | were a hotshot pilot). It will 
set you up nicely for your refresher course in air-combat maneuvering at the 
Miramar Navy Fighter Weapons School. When you rejoin your squadron, you’l| 
take off into the wild blue yonder and embark on missions to hot spots like 
Cuba, Korea and Libya, against superior numbers and firepower (Cuba? 
Huh?). To ensure that you don’t come home in a dozen different body bags, 
this strategy guide takes you through all 40 missions and offers you tips and 
techniques. You'll get a full map of all the mission areas, blow-by-blow details 
of all events that occur during the missions and the number and types of foes 
you'll encounter. And you'll find hidden objectives and learn tactics to com- 
plete the mission. So straighten up and fly right. 

Contact MacMillan/Brady Games at 800.428.5331. 
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games/ software 


If you can’t get enough of Fury3, the 
FURYS3 WizardWorks Group has come to your res- 
mes Cue with F/Zone, a new expansion disc cre- 
ated in tandem with the game’s developers, 
Pp Il i S Terminal Reality. The disc includes three 
brand-new planets for a total of nine mis- 
sions, plus all-new enhanced level design, 
new enemy types, new music and a bonus 
audio music track. F/Zone also features all- 
new level editors not included in Fury3; 
this exclusive feature allows you to 
change the shape of the 3D terrain, paint 
from a database of over 1,000 textures, 
'“ Create your own custom enemies, burrow 
PSS into your planets and sprinkle bonus 
| powerups across your creations with 
abandon. You'll also get a POD builder to 
build levels into a consolidated file for 
playing and sharing with other Fury3 
Owners. So go out ’n’ get em, boy! 
Contact WizardWorks at 612.509.2152. 


Go WESTWORLD, Young Man 


Younger fans of Michael Crichton may not know that 20 © 


years before “Jurassic Park,” “Congo,” “Rising Sun” 
and “Disclosure,” there was another mini-boom in the 
acclaimed author's career. He wrote the classic sci-fi 
novel “The Andromeda Strain” and, in 1970, directed 
the movie derived from it. In 1973, that was followed by 
“Westworld,” starring 
James Brolin, Richard 
Benjamin and Yul Brynner, 
and in 1975, by its sequel, 
“Futureworld.” Now, 
“Westworld,” the best of 
these early Crichton out- 
ings, has been revived andturnedintoacomputer 
game from Byron Preiss Multimedia. For those of you 
who don't recall the movie, “Westworld” was about a 
futuristic theme park (... sound familiar?) in which pay- 
ing visitors interacted with automatons/enemies in a 
world of their choosing. In the Westworld sector, visitors 


dressed up as cowboys and held gunfights andthe like _ 


against black-hatted (and black-hearted) robotic gun- 
slingers led by the blank-faced Brynner. At some point, 


the robo-cowboys developed minds (and extremely bad _ 


attitudes) of their own and started to waste the paying 
guests. Uh-oh! In the first-person shooter game, 
Westworld 2000, three fantastic worlds—Westworld, 
Samuraiworld and Orbitworld—are simulated, and 


when the Gunslinger, the Samurai and the Alien start to &£ 


get uppity, it’s your job to find the control room and shut 


the park down. With dozens of Doom/Duke Nukem-style 


levels, each more challenging than the last, you'll need 
to explore the worlds and the tunnels that link them. As 
you do so, you'll be constantly assailed by robotic assas- 
sins who'll attempt to prevent you from pulling their col- 
lective plug. With more weapons, characters, enemies 
and takable objects than Doom or Descent and an online 
component that allows you to play with or against other 
players over the Net, Westworld 2000 promises to — 
this amusement park ... well, amusing. 

Contact Byron Preiss Multimedia at 800.223. 2336. 
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peripherals 
Network Follies 


The multiplayer/network/modem gaming phe- 
nomenon just took another step forward 
with the release by Diamond 

Multimedia of its new SupraExpress 
336 Sp with ASVD—a simultaneous 
voice and data fax/modem that allows 
users to talk and play games over a sin- 
gle analog phone line. This means that an important 

element, hitherto absent from the general home-gaming experience, is now yours for 
the taking: | mean the chance to taunt your opponent during network gameplay. 
Drench him in the vilest of obscenities and cast doubt on his paternity, his manhood 
and personal hygiene. Surely you must agree with me when | say that this is an essen- 
tial element of fully evolved gaming! And as if that weren’t innovative enough, the spe- 
cial features of the SupraExpress should keep you more than happy. It includes 
AudioSpan technology based on the V.34Q standard established by the International 
Telecommunications Union last year; with its 33,600bps modem speed, the 
SupraExpress offers up to a 16 percent speed increase over 28,800bps modems. 
Packed in with it will be Blizzard’s WarCraft //, which is exactly the kind of game 
needed to demonstrate the strengths of the SupraExpress. It also comes bundled with 
Thought Communications FaxTalk Messenger software, with remote notification and 
fax-on-demand abilities; this enables users to receive both fax and voice calls on the 
same line. Along with a bunch of free Internet-access software and trial versions of 
DataBeam’s FarSite application-sharing software and VDOPhone software for video- 
conferencing over ordinary phone lines, you also get full duplex built-in speaker 
phone, caller ID and plug-and-play installation. So what are you waiting for? Start 
composing those insults! 

Contact Diamond Multimedia at 360.604.1469. 


Woof! 


Computer Player’s Speaker System of the Month 
Award goes to the folks at Altec Lansing 
Technologies, who have managed to attract our 
attention with their new ACS55 computer speaker 
setup. The ACS55 is the first fruit of ALT’s alliance 
with Dolby Laboratories Inc., and it’s the first com- 
puter speaker system to feature Dolby Multimedia 
Surround™ technology. Up to now, most conventional speaker sets have been unable 
to meet the sound demands of enhanced games, but by combining three speakers 
with TrueSound WaveTable software and Altec Lansing’s own WaveCube audio steer- 
ing system, the ACS55 looks set to change all that. The compact, three-piece system 
includes two self-powered satellite speakers and a separately powered subwoofer 
designed to deliver five channels of Surround Sound™ with the satellites providing the 
center channel, stereo imaging and stereo Surround Sound channels, and an external 
subwoofer that extends the low-frequency response to add drama and bass to your 
computer-gaming experience. The accompanying software packages allow you to 
upgrade your 16-bit audio to WaveTable and convert two-channel stereo to Surround 
Sound. The ACS55 should be listed at around $199. 

Contact Altec Lansing Technologies at 800.648.6663. 


Psychotic Reactor 


Here’s a 3D game card that we’ve taken a particu- 
lar shine to: the Reactor from Intergraph Computer 
Systems. It has a very appealing menu of features 
(technophobes please note: | will soon start to 
speak in a foreign language). The Reactor offers 
application throughput of 600,000 25-pixel 
Gouraud-shaded, mono-source lit, bilinear-filtered 
texture-mapped triangles per second, rendered in 
true color with sub-pixel and sub-texal accurate 
positioning (try saying all that with your mouth full 
of chewed crackers and you'll need a vacuum 
cleaner). If you didn’t catch a syllable of that, don’t fret; only game developers are 
supposed to understand it. All you really need to Know is that the Reactor offers 
gaming enthusiasts striking visual imagery, real-time interaction and dramatically 
heightened realism. But hey; if you want another dose of techno jargon, let me tell 
you that it also has perspective correction, bilinear and trilinear filtering, MIP map- 
ping, antialiasing and Alpha blending. The secret ingredient in the Reactor is its Véerite 
V1000 chip, which has a powerful RISC core that offloads graphics functions from 
your PC’s host processor, thus permitting the PC to perform other game functions 
more efficiently. It’s also compatible with some of the most popular games on the 
market, including Quake, Descent //, Fatal Racing, IndyCar Il and Zone Raiders. Its 
adaptability should ensure that the list gets longer and longer. 

Contact Intergraph at 800.763.0542. 


music 


YOUR... GHOIGE..QF..32R.. See 


For the first time, you have the power to control the depth and 
dimension of 3D stereo sound. JAZZ 3D speakers give you 
3 different ways to customize the 3D stereo sound to any 
environment. 


MInTENneCe ETE eowitch to the Game setting, 
ees |OCK-and-load your favorite 
ipacren ason computer game and feel the 
explosions blast all around 
you. 


eChange to the THEATER 
setting...suddenly 
you're transported to 
your favorite concert. 


eSwitch to the Music 

se setting, drop in your 
pate adi CD and let the 3D sound 
envelop you. 


MORE SOUND, MORE CONTROL 
Jazz 3D Speakers are loaded with 
features to give you more control; L/R 
balance, multiple audio inputs, mute, 

headphone and microphone jacks, 
along with volume, treble and bass 
controls. 


3 MODELS 
Choose from three models, the 
2-way JS-100, JS-200, or the 
3-way JS-300 with MSRP's 
from $74.95-$124.95 


Those Magnificent Men in 
their Flight-Sim Machines 


The flight-sim freaks and wannabe pilots who bought Microsoft 
Flight Simulator by the truckload will probably welcome the 


chance to expand and customize the 
game with WizardWorks’ new add-on 
disc, Flight!Zone. \t allows players to 
view and print any installed scenery, 
create a flight-plan route with the 
greatest of ease, connect two or more 
PCs for multiplayer gaming and cre- 
ate personal scenery with 
SceneryMAKER—a new scenery com- 
piler. In addition, Flight!Zone offers a 
special bonus of two exotic new flying 
areas, Budapest and Delhi. 
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SceneryMAKER lets you design your own landscapes with FC5 
graphic quality and will help you insert elements such as 
streets, rivers and lakes, cities with buildings and all kinds of 
navigation facilities, airports and runways. Bonuses include a 
zoom feature with a range from continental view all the way 
down to a few square meters, and the ability to view and print 
installed scenery and maps, along with airports, navaids, run- 
ways, taxiways, mountains and scenery boundaries. You can 
also create, view and print your flight routes simply by clicking 
on the mouse. Time to earn your wings all over again. 


Contact WizardWorks at 612.509.2152. 


IBM PC Games 
(MS-DOS, Windows) 


. Duke Nukem 3D by FormGen 
. WarCraft Il: Tides of Darkness by Blizzard 
. Civilization 2 by MicroProse 
. Final Doom by GT Interactive 
. Myst by Braderbund 
. Command & Conquer by ViE/Westwood 
. Ultimate Doom: Thy Flesh Consumed by 
GT Interactive 
8. Microsoft Return of Arcade by Microsoft 
9. The Need for Speed by Electronic Arts 
10. MechWarrior Il by Activision 
11. Microsoft Flight Simulator by Microsoft 
12. Monty Python and the Holy Grail by 7th Level 
13. Microsoft Close Combat by Microsoft 
14. AH-64D Longbow by Origin 
15. You Don’t Know Jack by Berkeley 
16. Doom II by GT Interactive 
17. WarCraft Il: Expansion Set by Blizzard 
18. Links LS by Access 
19. ATF by Electronic Arts 
20. Afterlife by LucasArts 
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All information (except Baker and Taylor’s Top 10) 
taken from PC Data’s Hits List of top-selling software 
for the month of June 1996. The list is based on units 
sold by 16 retail chains that represent more than 4,500 
stores. For more information, contact PC Data at: 
703.435.1025. 
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ll you budding capitalists and 
wannabe robber barons out 
there probably played Capitalism 
and Railroad Tycoon until your 
wrists seized up, but if you still haven't 
had your fill of gouging your employ- 
ees, downsizing, price fixing and rolling 
around naked in piles of thousand- 
dollar bills, then Free Enterprise, a new 
sim from Tsunami, should titillate your 
money-makin’ membranes. You start 
with your budget, your factory and your 
surly, recalcitrant workforce. All the 
decisions are yours: which city to 
locate your business in, the kind of 
employees you’ll hire, which products 
you'll design and build, how you’ll mar- 
ket, price and ship them and how you'll 
share the wealth with your employees 
(a very bizarre idea these days). You’ll 
have the power to adjust the individual 
personalities, the aggressiveness and 
even the caffeine intake of the belea- 
guered and exploited drones in your 
workforce (a splendidly Orwellian 
notion!), hire and fire at will from a talent 
pool of thousands, research new prod- 
ucts and move into markets worth mil- 
lions and build more than 100 products. 
You'll be in charge of designing the fac- 
tory and offices and choosing conveyor 
belts and capital machinery. As your 


business evolves (or falls apart), you'll 


check out detailed economic reports 
and projections and compare yourself 
with the other villainous greed heads 
whose natural habitat is the upper 
reaches of the Fortune 500. But take 
heed: if you keep your workforce on its 
knees, sooner or later, you’ll have to 
pay the piper. Free Enterprise offers the 
possibility that one of your employees 
will one day go postal on the shop floor 
with a high-powered deer rifle. It will be 
your fault. | have only one question, 
however: when is someone gonna 
design a sim game called The 
Downtrodden Workers of the American 
Republic take up Arms against their 
Oppressors, form a Workers’ and 
Peasants’ Soviet and display the 
Severed Heads of the Company 
Chairman and Vice-Presidents on 
Spikes above the Worker-owned 
Factory Gates? Don’t tell me that 
wouldn’t shift a few million units! 
Contact Tsunami at 209.683.8266. 


Macintosh Games 


. MechWarrior Il by Activision 

. Myst by Brederbund 

. Mac Attack Pack by Aztech New Media 

. Links Pro by Access 

. Top Ten Pack Ii by Electronic Arts 

. The Archives | by LucasArts 

. X-Wing Collector's Edition by LucasArts 

. Ultimate Doom: Thy Flesh Consumed by GT Interactive 
. WarCraft: Orcs and Humans by Blizzard 

. Mac Cube by Aztech New Media 


CD-ROM Games 


. Duke Nukem 3D by FormGen 

. WarCraft Il: Tides of Darkness by Blizzard 

. Civilization 2 by MicroProse 

. Myst by Broderbund 

. Final Doom by GT Interactive 

. Command & Conquer: The Covert Operations 
by VIE/Westwood 

7. The Need for Speed by Electronic Arts 

8. Monty Python and the Holy Grail by 7th Level 

9. Toy Story Animated Storybook by Disney 

10. AH-64D Longbow by Origin 


Baker and Taylor’s 
Selling CD-ROM Soft- 
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ware for July ’96 


. Bad Day on the Midway by \Inscape 

. Battlechess 4000 by Interplay 

. Carmen Advantage Bundle by Braderbund 

CD Game Pack 3 by Software Toolworks 

. Doom I! by GT Interactive 

Even More Incredible Machines by Sierra 

. Hardball 5 by Accolade 

. Incredible Machines 3 by Sierra 

. The Indian in the Cupboard by Paramount 

. Indiana Jones and the Fate of Atlantis by LucasArts 
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Every month, the editors of Computer Player 
have the dreadful task of deleting games off 
our hard drives. Although we hate doing it 
(actually, there are a few we’ve enjoyed 
deleting), it must be done to make room for 
the incoming batch. Yet there always seem 
to be about five games that we just can’t 
bring ourselves to delete no matter how 
hard we try. This month’s winners are: 


Mike Davila 


. Quake by Id Software (IBM PC) 
. WarCraft Il: Beyond the Dark Portal 


by Blizzard (IBM PC) 


. MissionForce: CyberStorm by Sierra (IBM PC) 
. Monster Truck Madness by Microsoft (IBM PC) | 
. Pandora’s Poker Palace by Atlantean 


Interactive (IBM PC) 


. WarCraft Il: Beyond the Dark Portal 


by Blizzard (IBM PC) 


. Deadly Tide by Microsoft (IBM PC) 
. Monster Truck Madness 


by Microsoft (IBM PC) 


. MissionForce: CyberStorm by Sierra (IBM PC) 
. SubSpace Beta by Burst/Virgin Interactive 


(IBM PC) 


1. Quake by Id Software (IBM PC) 
2. A-10 Cuba! by ParSoft Interactive (Mac OS) 
3. Tomb Raider demo by Eidos Interactive 


(IBM PC) : 


4. NBA Full Court Press by Microsoft (IBM PC) 
5. CyberGladiators demo by Sierra (IBM PC) 


m6 6it'll Rock Your Wertd? | 
\Y tbido, the world of CAVEWARS, is a : 
rockin’ place to dwell. In a vast, maze 
_ of caverns, eight species wage an 
| incredibly brutal war for survival. 
Your job, Commander: take control of 
these subterranean lifeforms*and.-roll 
over the civilizations.of your enemies. | 
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Blood'n.Guts! 
CAVEWARS is also a game 
of exploration and empire 
building. Play.ys. as many Li 
as four computer or human Fo 
opponents. Fight in “Ibido”. 
or have the computer create ie 
a new Underground world. | 
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Dig It or Get Buried! 

In the beginning, you have primitive weapons and magic and your empire is small. 
| Manage your population and your troops, mine rich mineral deposits to forge new 
b A weapons, effectively research new technologies, and rediscover the lost spells of 

| _ Gimlor. Now kick, some serious butt and the ¥ vast levels of caverns will be yours! 
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Developed by DreamForge Intertainment. WAR WIND is a trademark of Strategic Simulations, Inc.:a Mindscape 
Company. Windows is a tegistered trademark of Microsoft Corporation.’ ©1996 Strategic Simulations, Inc. All: rights reserved. 


is the 
Great 
oy caches 


he ancient, alien world of 
-. Yavaun teeters on the brink of 
anarchy. For centuries, four 
diverse races have tolerated a precarious 
balance of power. But a new order is in 
the wind... one born of blood and fire! 


This real-time strategy game lets 
you carry your eight favorite 
units from scenario to scenario. 


Advanced combat options 
include stealth movement and 
bio-mechanically enhanced units. 


Play solitaire or choose multi- 
player and head-to-head play via 
network and modem. 


Online tutorial and pop- 
up windows help you 
learn the game quickly. 


Check out our website: www.warwind.com 


ur retailer. or call } 
orth America only). \ 


-£ 4800-601 -PLAY 
WINDOWS'95 CD-ROM IBM 256-COLOR SVGA DISPLAYS. 
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elcome to 
MultiPlayer 
Gaming, a new 
column dedicated 
entirely to the world of 
multiplayer and Internet 
gaming. Each month, 
MultiPlayer Gaming will 
keep you abreast of the 
latest developments in 
this exciting new area of 
computer entertainment. 


Mplayer server.” 
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There may be thousands of ISPs, but 
some are definitely better than others 
when it comes to gaming. Mplayer 
prefers that gamers use PSINet’s 
InterRamp network because Mplayer has 
signed an agreement with that provider to 
offer preferred packet routing to Mplayer 
subscribers. “With PSinet, Mplayer users 
benefit from a prioritized routing system,” 
says Mplayer’s VP of marketing, Kristin 
Asleson. “PSinet creates a virtual circuit 
for all Mplayer traffic, essentially giving 
gamers their own lane of highway to the 


services such as TEN, MPG-Net and 
Engage Games Online recommend a 
variety of ISPs, and a short list is provided 
to the right. This list is by no means 
complete, and your own ISP may offer 


GAMING 


Getting Started in 
Internet Gaming 


Over the last year or so, consumer interest 
and excitement about Internet gaming have 
increased dramatically. With the arrival of 
game networks such as TEN and Mplayer this 
fall, that interest is bound to increase. 
Although all this talk about multiplayer and 
Internet gaming may be exciting, it can also be 
confusing to the uninitiated. How is an Internet 
newbie (see “Gobbledygook Buster” sidebar if 
you need a definition) supposed to navigate 
the confusing jumble of Internet argot and get 
started in Internet gaming? If you don’t know 
your TCP/IP from your PPP, this short guide 
will, we hope, set you in the right direction. 

What follows are some guidelines to help 
you get up and gaming on the Internet, specif- 
ically with multiplayer services like TEN, 
Mplayer, MPG-Net and Engage Games Online. 


Choose an Internet 
service Provider (ISP) 


Picking a good ISP should be your first step. 
Although there are literally hundreds of 
providers available, finding one suitable for 
hassle-free gaming can be a challenge. You 
should start by asking your prospective ISP 
a number of questions about what Internet 


gamer-friendly service to equal the ones 
listed here. For even more information on 


ISPs, set your web browser to The List, 


an online directory of ISPs at 
http://thelist.iworid.com. 
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protocols it Supports and about other issues. 
“You'll want to ask the ISP about peak-hour 
usage at your local dial-up node,” says TEN 
games editor Chris Lombardi. “Some nodes 
are so busy that you can’t get on during 
peak hours. Busy signals are no fun.” 

While many small ISPs offer attractive, 
inexpensive pricing plans, it pays to scrutinize 
how these ISPs get their access to the 
Internet. “The closer [in Internet terms] to your 
major hub your ISP is, the better the perfor- 
mance,” says Lombardi. “Some cheap ISPs 
get their access from other ISPs, who get 
their access from other ISPs ... who finally get 
their access to an Internet hub.” 

Although there are many factors to consider 
when choosing an ISP for gaming, here are 
some features that your service provider 
should have: 

@ 32-bit SLIP/PPP 
connection protocol 
support. 

m@ Low peak-hour usage. 

@ Major Internet hub 

access. 

Note: as of this writing, proprietary online ser- 
vices such as America Online, CompuServe 
and the Microsoft Network—while offering 
solid game content of their own—don’t sup- 
port many of the Internet features that ser- 
vices such as Mplayer and TEN require. This 
situation should change soon, so check with 
these services regularly. 


Choose an Internet 
Browser 


After you’ve chosen an ISP, picking an 
Internet browser is the next step. As | write, 
two browsers are battling it out for the 
hearts and minds of netizens: Microsoft 
Internet Explorer and Netscape Navigator. 
According to TEN’s Lombardi, choosing 
either browser is a non-issue. “We’re work- 
ing with both, will support both, and will give 
our members the option to use whichever 
they like.” 

Regardless of which browser you choose, 
be sure to download the Windows 95 version 
of that browser and use it with the Windows 95 
dialer program. This dialer—standard with 
Windows 95 and Windows NT—uses a 32-bit 
TCP/IP stack that most games services recom- 
mend. Check with your ISP for information on 
configuring the Windows 95 dialer with your 
browser software. 

The final Windows 95 releases of Netscape 


Navigator 3.0 and Internet Explorer 3.0 are 

available. Visit the websites listed below to 

download the latest versions. 

@ Microsoft Internet Explorer 3.0 
http://www.microsoft.com 

@ Netscape Navigator 3.0 
http://www.netscape.com 


Upgrade your Computer 


What about your PC? To get the best out of your online gam- 
ing exploits, you’ll want to make sure your PC meets (or comes 
close to matching) these 
minimum requirements: 


M Pentium 75 ‘ 
Mi Windows 95 the most important 
@ 16MB RAM 

Sprachen element here. 


M 28.8 kbps fax/modem 


The modem is perhaps 


The modem is perhaps the most important element here. If you use 
anything slower than a 28.8 kbps fax/modem for your multiplayer 
gaming, you’re missing out. Most new 28.8 internal fax/modems are 
available for less than $200, and the increase in transmission speed 
and reliability is well worth the expense. 

Once you’ve chosen an ISP, installed your browser and upgraded 


your hardware, you’re ready to go online and start taking names. 
Here are a few places you can start: 

@ Engage Games Online http://www.gamesonline.com 

@ MPG-Net http://www.mpgn.com 

@ Mplayer http://www.mplayer.com 

@ TEN http://www.ten.net 


Next month: Gaming on the Internet with Kali 


Please send your multiplayer gaming news, comments and ques- 
tions to Jeff James at 74774. 1635@compuserve.com. 


News & New Products 


Kesmai Inks Deal to Bring 
Air Warrior to Prodigy 


In a move sure to be seen as the online gaming equivalent of 
winning the Triple Crown, Kesmai Corporation recently 
announced that it 

signed an agree- 

ment with the 


Prodigy network. 
Under the agree- 


ment, Kesmai will 

provide online multi- corporation 

player games to 

Prodigy, beginning 

with Air Warrior . 

this fall. More 

artis prodigy 
including Harpoon 

Online, Casino 


: data « across the ale 
PBEM: Play By EMail. A system of F multiplayer gaming) 


Poker and several other titles developed with Interactive Magic 
(Destiny, Star Rangers), 20th Century Fox and other developers. 
Unlike other online gaming services such as Mplayer, MPG-Net 
and TEN, which concentrate on offering their own game networks 
and games, Kesmai—a wholly owned subsidiary of Rupert 
Murdoch’s News Corporation—is attempting to approach the 
market solely from the content supplier angle. “We offer a broad 
distribution network via our agreements with the major commer- 
cial [online] services [America Online, CompuServe, Genie] and 
with ISPs like Earthlink,” says Kesmai’s president, John Taylor. 
Kesmai’s approach has translated into giving more than 12 million 
online customers access to its game content, from Air Warrior to 
Stellar Emperor. For more information, contact Prodigy at 
800.PRODIGY or Kesmai at http://www.kesmai.com. 
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Dwango Invades the 
Far East 


While its competitors are busy toiling away on their 

own game networks here in the States, Dwango is tak- 
ing steps to position itself as an international supplier of 
online game content. Dwango recently announced that it 
has installed new dial-up servers in Kashiwa, Japan; 
Singapore, Malaysia; and Seoul, South Korea. This gives the net- 
work a foothold in the rapidly expanding Southeast Asian online 
gaming industry. 

Whereas competing services such as TEN and Mplayer require 
gamers to use their own ISP to connect to their game network, 
Dwango relies on a dedicated 
system of 28 dial-in game servers 
located in large metropolitan 
areas such as New York, Miami, 
Denver, Detroit and Boston, to 
name a few. Gamers who live 
outside major metropolitain areas 
will usually have to spring for a 
long-distance call to connect to a 
Dwango server, so the service is 
looking at alternative connection » VW. an G @) - 
methods. According to Dwango 
president Bob Huntley, Dwango 
is researching the possibility of 
allowing gamers to connect to the Dwango network via their own ISP. 

Dwango’s current list of supported titles includes Doom, Descent 
ll, Duke Nukem 3D, Heretic, Hexen, MechWarrior 2 and WarCraft 2. 
Dwango promises that support for more games (including two sports 
titles) is in the works, and that the firm plans to continue the expan- 
sion of its dial-up presence across the United States. For more infor- 
mation, check out the Dwango website at http://www.dwango.com. 


MechWarrior 2: Mercenaries to Ship with 
Internet Gaming Support 


In a move sure to light up the heat sinks of MechWarrior 2 mavens 
everywhere, Activision recently announced that its upcoming 
MechWarrior 2: Mercenaries will include native support for multi- 
player games over the Internet. Using the included connectivity 
software, gamers will be able to create and join multiplayer 
MechWarrior 2: Mercenaries games using their own ISP. 
According to Activision president Bobby Kotick, “WMechWarrior 2: 
Mercenaries will offer gamers the freedom to set up their own 
Mercenaries network and experience mech-to-mech combat 
against their friends.” 

According to Activision, gamers will use their ISPs to connect 
to the Internet, then they will view a “game lobby interface” that 
allows them to 
create, delete 
and play new 


multiplayer 
game matches. 
MechWarrior 2: 
® 


Mercenaries 
ships this fall 
from Activision. 
For more infor- 
mation, point 
your mech over 
to the Activision 
website at 
http://www.activision.com. 
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New Products 


CHESSMASTER ONLINE 


http://www.chessmaster.com 


With the arrival of Mindscape’s Chessmaster Online, 
one of the world’s most popular chess programs now has 
an online, multiplayer equivalent. Finding a good chess 
opponent won't be an issue, because gamers can log on—24 
hours a day, seven 
days a week—and 
usually find some- 
one to swap 
pawns with. 

In addition to all 
the rook versus 
bishop action, this 
network hopes to 
offer chess 
mavens a one-stop 
website for all their 
chess-playing 
needs. According 
to a Mindscape 
representative, a service called the Chessmaster Network will pro- 
vide support by offering chess tournaments, a bustling chat hall, 
columns by chess experts (Such as Jim Eade, president of the 
Chess Journalists of America) and a chessboard full of other 
chess-related information and activities. An online puzzles section 
allows gamers to test their 
chess-playing skill against a 
variety of chess conundrums. 
Although Chessmaster Online 
and the Chessmaster 
Network might not make you 
the equal of Fischer, Karpov 
or Kasparov, they will defi- 
nitely teach you how to 
improve your game—and 
have a good time doing it. 


MINDSCAPE 


SUBSPACE 


http://www.vie.com/subspace/ 
ftp://ftp.vie.com/pub/SubSpace/ 


When | was knee-high to a grasshopper, | wished that | could play one 
of my favorite arcade games—Asteroids—against a team of other play- 
ers. Although several coin-operated variations of Asteroids have come 
and gone, | had to wait for the Internet to see my childhood gaming 
dream realized. Thanks to Burst Studios and Virgin Interactive, a new 
Internet game called SubSpace has the potential to be the multiplayer 
Asteroids that I’ve been waiting for. 

It’s all quite simple: after you’ve downloaded and installed 
SubSpace from Virgin’s web- 
site, connect to the Internet 
with your ISP and select the 
“Connect” option from a 
SubSpace pull-down menu. 
Once you’ve connected with 
the SubSpace server, you can 
jump into a zone—essentially a 
big map filled with other play- 
ers. When you enter the map, 


= om Be eS 


you'll be assigned a frequency. 

Players with the same frequency 

are the same color, can exchange 

messages and should cooperate to 
destroy any of the other players who 
have the temerity to not be on their 
side. 

Four ship types are available, and play- 
ers Can upgrade those ships by gobbling up weapon, shield and 
technology upgrades that are scattered throughout the huge arena. 
Hundreds of 
gamers can be 
online at once, 
making fora 
screenful of 
keyboard- 
busting action. 
SubSpace is 
still in late Beta 
testing as | 
write this, so 
the final version 
may be avail- 
able by the time this issue of Computer Player hits the stands. If 
you’re an Asteroids fan like me, you owe it to yourself to check 
SubSpace out. 


MultiPlayer Gaming 
Spotlight 
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WARCRAFT Il 


Easily one of the most popular games in recent memory, Blizzard’s 
WarCraft Il (WC2) has quickly established itself as one of the most 
popular multiplayer games available. This month, I'll help you get the 
most out of WC2 as a multiplayer game. 


BEYOND THE DARK PORTAL 


To fully exploit WC2’s potential as a multiplayer game, you should 
first pick up a copy of Blizzard’s Beyond the Dark Portal (BTDP) 
expansion pack, which sells for about $30. 
In addition to new single-player campaign 
missions, Beyond the Dark Portal ships 
with the latest patches and bug fixes to 
the WC2 program. BTDP also includes 
dozens of multiplayer maps, a new swamp 
tile set and a raft of cool new heroes. Read 
on to see why that’s important. 


Blizzard’s Beyond the Dark Portal expan- 
sion set ships with a collection of new 
multiplayer maps. 


IF YOU BUILD IT, THEY WILL COME 


As most WC2 players know, the included map editor in WC2 is fully 
featured in its own right, and it’s ideal for creating a custom map for 


Online Coordinator 
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& When you first start in a one-peasant- 
only game, right-click on either a gold 
mine or some trees before you build your 
town hall. When the town hall is complete, 
you'll get either an extra 100 gold or lum- 
ber, depending on which one you clicked 
on. You don’t have to start chopping 
wood or enter the mine, just right-click 

on them. You can do the same with the 
lumber mill. 


@ If you are attacked early on with 
grunts—and you only have peons—try to 


use the gold-harvesting peons to defend 
yourself. Lumber-harvesting peons take 
a long time to complete their task, so if 
you have them attack, it takes them a lot 
longer to get back up to speed. 


@ Always know the counters for your 
enemy’s tactics: submarines defeat 
juggernauts; archers, axethrowers and 
towers defeat dragons; etc. 


@ The orc spell Runes is a great defense 
for maps that have only narrow 
approaches to your town; place a few in 
the choke points. Your enemy will 
attack, get blown up and probably think 
twice about coming in again. 


@ Learn the spell hot keys; they’re vital 
for bloodlusting and re-bloodlusting 
your ogres while they destroy your 
enemy’s town. 


multiplayer use. However, it does have some shortcomings: you can’t 
use any of the heroes and terrain in the BDTP expansion set in your 
own maps. Enter Daniel Lemberg’s War2xed map editing utility, a 
Windows-based Uber-editor that allows you to use the graphics and 
heroes provided in the BTDP expansion pack. In addition, War2xed 
allows you to tinker with all sorts of game settings and variables. If you 
want ogres to spit fireballs, Paladins to wield lightning bolts and your 
peons to fight like footmen, War2xed has you covered. The current 
version of War2xed can’t edit game maps directly, so you'll still need 
to use the map editor included with WC2. Regardless, War2xed is a 
perfect tool for creating custom multiplayer maps. Check out Daniel’s 
web page at http://www.bayserve.net/~lemberg/. 


Use Daniel Lemberg’s War2xed 
program to modify the multiplayer maps 
included on the BTDP expansion disk. 
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Game Features: 
~ 3D Rendered Cut Scenes 


Windows 95 DirectX Game 


Free Demo: 


www.megamed.com 
Niegamecia USA | 
Tel.: 408-428-9920 elog pric 
Fax: 408-428-9924 Megamedia is a Registered Trademark of Megamedia Corporation. All other trademarks are those helt respective componies. 
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WarCraft Ill MultiPlayer 
Tips and Tricks 


DIRECT CONNECT— 


2 PLAYERS 


If you have two computers in 
the same location, using a null 
modem connection to engage 
in your WC2 matches is a 
good option. Finding a null cent 
modem cable can be a chal- 

lenge; one option is to check out 
FormGen’s Head-2-Head game kit 
(http://www.formgen.com, $39). In 
addition to a lengthy 30-inch serial 
cable (with both 25-pin and 9-pin serial 


connectors), you'll get all 

the setup and installation WARCRAFT il 

instructions you could 

throw a floppy disk at. MULTIPLAYER 
MAPS ON 

THE WEB 


Selig sobvaeyrton wayodd 


MODEM—2 PLAYERS 


For most gamers, modem 
play is the most popular— 
and practical—option for WC2 multi- 
player matches. However, getting two 
modems to cooperate can be as difficult 
as pulling on a wet sock. To increase 
your chances of a successful connec- 


tion, be sure to disable any compression and error correction features 


that your modem might have. 
Using the correct modem initial- 
ization string (often called “init 
strings” for short) can make all 
the difference in the world. 
Blizzard maintains an exhaustive 
list of recommended modem init 


OK, Which One Of You #?*@!’s 
Blew My Head Off? 


Not EVERYONE HAS THEIR OWN LOCAL NETWORK 
FOR GAMES. . . YET. GAMELAN CHANGES ALL THAT. 


GAMELAN IS THE EASIEST WAY FOR YOU AND 
YOUR FRIENDS TO SET UP YOUR OWN PC GAME 
NETWORK IN DOS, WINDOWS , AND WINDOWS 95. 
EVERYTHING YOU NEED IS INCLUDED IN ONE KIT. 
JUST PLUG IN AND MULTIPLAY. 


THE GAMELAN STARTER KIT EVEN INCLUDES /7 Of 
TODAY’S HOTTEST SHAREWARE GAMES, FREE! 


MULTIPLAYER GAMES ARE RED HOT, AND 
NOW YOU CAN PLAY ALL YOUR 
FAVORITES ON YOUR OWN GAMELAN 
NETWORK. 


(800) 767-4858 
Phone: (208) 336-9400 


Apexx http:// www.apexxtech.com 


E-mail: sales@apexxtech.com 


strings on its website; 
check it out at 
http://www. 
blizzard.com/ 
support/init.htm. 


IPX NETWORK— 
2 TO 8 PLAYERS 
Playing WC2 over a local area net- 
work is currently the best multiplayer option around; watching eight 
human-controlled armies battling it out in real time is something to 
see. If you’re not lucky enough to have an IPX-compatible network 
in your home (or an understanding boss at work), your best option 
or IPX networking is to use Kali. A 
shareware program written by Jay 


Dalesy SoDpserjon weed 


Cotton, Kali allows you to play WC2 
(and other games that support the 
IPX networking protoco!) over the 
Internet. See next month’s install- 
ment of “MultiPlayer Gaming” for a 
short tutorial on how to use Kali 
with your favorite multiplayer games. 

Blizzard has been hard at work providing even more multiplayer 
options for WC2 fans. A recently signed agreement between 
Blizzard and Engage Games Online (http://www.gamesonline.com) 
will put WC2 on the Internet, and Blizzard’s forthcoming battle.net— 
while not currently slated to support WC2/—will provide Internet 


gaming options for upcoming Blizzard titles like Diablo and 
StarCraft. GP 


LIF 
, Lal 
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PLUG IN AND MULTIPLAY. 
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by Glenn 


Battlecruiser 3000 A.D. 


he saga behind the making of this title is 
one that befits a movie, or at least a special 
on A&E. Believe it or not, I first heard 
about the development of Battlecruiser way back 
in 1990, the year I graduated from high school. 


System: IBM PC 

Genre: adventure 
Publisher: Take 2 Interactive 
Developer: Derek Smart 
Available: now 


Ls 
In terms of both graphics and gameplay, this 
image should give'\a good idea of the game’s atten- 
tion to detail. : 


If strategy Is your gig, you'll be able to 
land a transport on a planet, unload a 
bunch of marines and point them in 
any direction you want. 


eentecnpt atest. 


8908890806 


These space stations look unbelievably good up-close. 
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Broderick 


The game’s creator, 
Derek Smart, ran 
into problems that 
usually accompany 
a project that is, for 
all intents and pur- 
poses, a one-man 
show. The enor- 
mous scope of the 
game, coupled 
with the limited 
amount of man- 
power allocated to 


program it, put Smart in 
the “one step forward, four 
steps back” predicament. 
By the time he finished 
coding the first version of 
Battlecruiser 3000 A.D., the 
technological advance- 
ments that had taken place 


Battlecruiser’s interface is super- 


easy to navigate. 


during its develop- 
ment made the 
product virtually 
obsolete. To make 
a long story short, 
Smart eventually 
hooked up with 
Take 2 Interactive, 
which helped him 
code a Battlecruiser 
that would retain 
his original vision 
of the game and 
make it more user- 
friendly and artisti- 
cally pleasing. I’m 
happy to say that 
after closely 
inspecting the 


Be ai Ga ia fiona ay Loy endy ory niomsre Haran a WON 


game at around 90-percent com- 
pletion, it looks as if the waiting 
might be worth it. 

The only way to really sum up Battlecruiser 
is this: just about every genre of gaming (with 
the exception of 3D fighting) is represented. As 
its title implies, your homebase in the game is 
the enormous Battlecruiser; it is from here that 


you launch vehicles to explore/attack the myriad 
planets that fill the gameworld. On the ship, 
you'll be able to lose yourself in resource man- 
agement to make it run smoothly. In the military 
craft, you'll attack other ships in a dogfight 
atmosphere; further, in these craft, you’ll hit 


There is a huge 
variety of ships in 
Battlecruiser. 


PRIOR 6 ET ROM 
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planets and fly through cities and 
destroy everything in sight. 

If strategy is your gig, you’ll be 
able to land a transport on a 
planet, unload a bunch of 
marines and point them in any 

direction you want. This section 

of the game is reminiscent of 

C&C-style action, and it is bound 
to enhance Battlecruiser’s appeal. 

Providing the backdrop for all these game 
styles is a truly immersive plot that has been in 
development since the game’s inception. 
Finally, Battlecruiser will feature some of the 
most complex AI to date; every event in the 
enormous Battlecruiser universe is taken into 
consideration by AI as it decides what it will 
challenge you with next. In short, you'll get a 
lot of bang for your gaming buck. 

Although Take 2 and co. are doing every- 
thing in their power to make this game as good 
as it can be, they still face the variable of dimin- 
ished consumer interest. As I’m sure many of 
you know, waiting for Battlecruiser became 
tedious several years back. It appears that many 
will put their annoyance about waiting aside, 
however; it looks as though all these years in 
development was time well-spent. 


High resolution 30 
rendered graphics “—/ — 


(ZRGAMER "The best out-and-out sprite based blaster 
ww on the PC” PC Gamer, rated 90%! 


fit. Play the shareware version today- 
Get it at: http://www-epicgames-com 


~ 


Epic MegaGames sells Fire Fight as a single game or in a two player network starter pack containing 2 copies of the game - one 
for you and one for a friend. To order call (800) 972-7434 in the USA/Canada or call (0) 1767 260903 in the UK/Europe 


The two-player 2 CD network starter pack is also available in retail stores world wide through Electronic Arts. 


Pentium is a trademark of Intel Corporation. Windows® 95 is a registered trademark of Microsoft Corporation. Fire Fight is a trademark of Electronic Arts. 
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The terrain’s 


irst it was “Dracula,” then it was the “Island 
of Dr. Moreau,” and now this: a remake of 
Swiv. For the unfamiliar, Swiv was a cultishly 
popular shoot-’em-up from the oh-so-distant 
early ’90s. You either hopped into the cockpit of 
a helicopter or sat in the driver’s seat of a buggy 
and went around shooting everything in sight. 
If you’re like me, you’re already asking, “Well, 
how can you remake that?” However straight- 
forward the premise might be, SCi is betting 
that a new look to this aging classic will provide 
a unique (and enjoyable) experience. 
One of the first things that struck 
me as I began to play this alpha 
was how much time and effort 
SCi obviously dumped into the 
story. Traditionally, action 
games of this nature were 
granted plots of 
the “It was a dark 
and stormy night” 
variety. Because these 
games relied most 
heavily on mindless 
shooting, the motives behind 
the mayhem were pretty much 
“given the shaft.” Here, however, 
we are given a little more in-depth 
knowledge of the main character 
(you) and his story. You are a retired 
military officer trying to get some 
peace and quiet in the mountains 
of the north country. Civil war has 
erupted in the south and is tearing 
the nation apart, but you want 
nothing to do with it. When you 
discover that your daughter has 
been taken hostage by some south- 


SCi equipped Swiv with a huge 
variety of structures to ensure 

that the missions don’t become 
repetitive. 


Your environment is fully interactive; just 
about everything you see can be blown up. 


The Arctic tundra 
looks pretty cool. 


ern rebels, however, 

you come out of retirement, steal some military 
equipment, and run to the rescue. While this 
story might not sound like a classic, it’s appar- 
ent through the carefully created intro descrip- 
tion that SCi is doing everything it can to make 
it seem credible. I find this a refreshing change 
from the usual, mindless action game. 

The gameplay will remind you of its older 
brother, but improved graphics and an overall 
tweak of the game’s engine are sure to impress. 
The action here is seen from the top- 
down perspective, a la Asteroids or Fire 
Fight. Depending on which mission 
you're on, you'll take the helm of 

either the helicopter or the 

buggy. Whichever you choose, 

you'll notice the minute atten- 

tion to detail in the game’s ter- 

rain; the final version will boast 
four environments for you to 
destroy: temperate, Antarctic, 
lunar and Martian (that’s right, 
Martian). Swiv’s coolest feature will 

undoubtedly be its ability to animate over 

100 onscreen objects simultaneously. In a 
shooter, we seldom see such intense onscreen 
action—a rare visual (and neural, I might add) 
feast. 

Swiv is Shaping up to be a solid shooter, 
and when the final version is released, fans of 
the genre will definitely want to check it out. 
In addition, it will be one of the first to sup- 
port Pentium’s upcoming MMxX, so owners of 
that chip may want to see what their new 
machine can do. In any event, check our 
“Reviews” section in the coming months for 
the last word on Swiv. 


& Eight fully rendered 3D levels 


A Flight-Sim for Novices and Aces Alike 
Beneath the animated, exoskeleton of Banzai Bugs 
beats the heart of a joystick-wrenching, pheromone- 
pumping, action-packed flight-sim. Designed for all of 
you gamers with better things to do than memorize a 
tech manual the size of a calculus book, Banzai Bus 
weaves a humorous story-line and wise-cracking 
dialogue seamlessly into the aerial action. Lead Banzai 
on a mission to drive the bug-phobic humans out of 
the house forever. Banzai Bug will be flying off your 
local software retailer’s shelf beginning this October. 

GROLIER INTERACTIVE INC. 


<> Scores of ground-based and (203) 797-3530 
Banzai Bug! is a trademark of Grolier Interactive Inc. GRAVITY airborne bogies hitp://www.grolier.com 


m@ ream Works is one 
of those compa- 
nies that, upon its 

inception some time 
back, managed to 
make itself the focus of 
a lot of buzz. At last, 
the company is starting to release its 


System: IBM PC 

Genre: adventure 

Publisher: Microsoft 

Developer: DreamWorks Interactive 
Available: November 


much-anticipated products, and adventure genre. The gameworld 

gamers are definitely in for some is comprised entirely of clay ani- 

treats. One of the new products is The mation—that’s right; the same 

Neverhood, and style as was “ 


used in those This makes Mr. Bill look 


“California severely dated. 
Raisin” com- 


from the looks 
of it, all the 
buzz was well- 


‘dei # deserved. mercials (and in “Davey & Goliath,” I might 
If you — closely, Although the add). In addition, DreamWorks provides some 
you'll be able to see the story behind gameplay innovations. Gamers won’t have to 
animators’ thumbprints The Neverhood worry about inventory because there is none, 
in the clay. might seem and if you get your head bitten off, don’t 


standard for 
adventure games, its presentation will def- 
initely set it apart. You’ll be a guy named 
Klaymen and you'll navigate through the 
Neverhood in an effort to save the myste- 
rious land from a traitorous assistant of 


worry about it; just wait for it to grow back! 
This last feature will be especially helpful 
when you consider the nasty dispositions of 
The Neverhood’s varied inhabitants. 

From what I’ve seen thus far, DreamWorks 
might be providing a “shot in the arm” to 


the king. a A abe adventure games; the innovations in The 
Its animation will differentiate The The great thing about The Neverhood is Neverhood look promising and might just 
Neverhood from its many brethren in the that you don’t have to worry about dying. change the way we look at this genre. 


ihis title already had a cult 


following before it was released. oe 
m For those of you who aren’t in sag 

that cult, let me explain why the eed 
System: IBM PC, Mac interest exists. : sn 
Genre: action Although, at first glance, ZPC might 
Publisher: GT Interactive resemble just another first-person You play 
Developer: Zombie shooter, if you look a little closer, , 
Available: now you'll see its singularity. First and fore- ‘ 

most, famed artist/animator Aidan case you 


Hughes is the lead artist. Fans will rec- couldn't 

ognize Hughes’ work from KMFDM , 

album covers and from “MTV Liquid sat tac 

Television” short clips; the stark, car- - happy). 

toony style that was his trademark in a 

these other venues is alive and well in 

ZPC. In addition, former members of my favorite band 
(Ministry) are doing the tunes for the game. When you combine 
this popular artist with the musical talents of such a well-known 
band, it would be hard not to capture the interest of a lot of peo- 
ple. Throw the Marathon game engine into this mix of talent, 
and you'll understand where this cult of prerelease followers 
comes from. 

Having seen and played an alpha of the game, I can say that 
it’s a truly unique gaming experience; first-person shooting 
takes on a whole new feel when you're doing it in an animated 
world crafted by Aidan Hughes. Plus, who doesn’t absolutely The heart/health meter at the bottom 
love music that’s even loosely associated with Ministry? People of the screen is good for some grue- 
who are eagerly awaiting ZPC won't be disappointed. some humor. 
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Fig. 1: Electric chair Fig. 2: Gallows Fig. 3: Guillotine 


Where's the sport in that? 


CRIME IS RAMPANT. JAILS ARE OVERPOPULATED. THE COMMITTEE OF RECREATIONAL TERMINATION (C.O.R.T.) IS HELL-BENT 
ON PUTTING THE SPORT BACK INTO CAPITAL PUNISHMENT. YOU’VE BEEN SENTENCED: DEATH OR DEATHDROME. 
YOUR ONE CHANCE FOR SURVIVAL AND YOUR ONLY HOPE FOR FREEDOM. THE RULES ARE SIMPLE: PLAY OR DIE. 


ENTER THE ARENA, THE DEATHDROME, IN A FUTURISTIC DRIVING MACHINE IN THE ULTIMATE BATTLE TO SAVE YOUR LIFE. EMBARK ON A 
LETHAL COMBINATION OF OPEN-THROTTLE DRIVING AND HIGH-TECH WEAPONRY. SHOOT AND KILL YOUR FELLOW CONS FIGHTING FOR THE 
SAME PRIZE TO ADVANCE TO THE NEXT ARENA. REACH YOUR “KILL QUOTA” AND YOU TASTE FREEDOM. IF YOU DON’T, YOU DIE. 


i ee " {ae 3 QO KILLA LEFT 3656 oe a : 3S: 0: 3 7 KHALG LEFT 
i \\- = a> — . se c \ 4 Wie sn, E <>... sero Ree et cniemneain 
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@ 3 PERSPECTIVES INCLUDING FULL 360° VISION © REAL INTELLIGENCE PROGRAMMED BY FORMER U.S. MILITARY SIMULATION TEAM 


e OPEN ENVIRONMENTS WITH UNRESTRICTED 3-D MOVEMENT ®@ VEHICLE MOTION UTILIZES REAL WORLD PHYSICS FOR AN INCREDIBLY REALISTIC EXPERIENCE 
e EXPERIENCE DEADLY ARENAS LIKE ALCATRAZ II, PURGATORY AND THE ABYSS ® ORIGINAL SOUNDTRACK CAN BE PLAYED IN AN AUDIO CD PLAYER 


e SinGte/Mutti-Payer: Up To 8 PLAYERS ON A LAN/ 2 PLAYERS ON THE PLAYSTATION’ GAME CONSOLE 


e Uses MMX™ TECHNOLOGY TO BRING GRAPHICS AND SPEED TO THE NEXT LEVEL 


DEATH DROME 


Play like your lite depencs on it it does 


mai pe AVAILABLE ON: PC CD-ROM & THE PLAYSTATION™ GAME CONSOLE 
ZIPPER VIAC 


esas INTERACTIVE Experience DeathDrome at www.viacomnewmedia.com Catt 800-469-2539 To onDER. neWMeDiA.. 
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System: IBM PC CD 
Genre: sports 

Publisher: Electronic Arts 
Developer: Electronic Arts 
Available: now 


yaaa tess 


A really nice 
feature in 
Madden ’97 is 
the camera’s 
ability to 
zoom-in on 
plays like this. 


Fans of the first Maddens will certainly feel at home. 


hen I think of 


football, two things pop into my head: do with feeble 16-bit processing power. This 

rowdy Sunday afternoons and year, EA is dousing its flagship with a healthy 
John Madden. Over the course of dose of Pentium power; among some of the 
many years, Madden has endeared things you'll see this year are 30, 3D-rendered 
himself to the teeming masses of 7 stadiums, modem and network play, over 100 
both football fans and “ teams and some pretty impressive motion-cap- 
vidiots alike. This _. tured players (who, by the way, gave their 


strange conglomeration 
of fans is the result of 
colorful play-by-play nec 
commentary during 
televised games and 

one key endorsement 

of a football video 

game that originated 

on the consoles. 

The product that EA is 
showcasing this football sea- 
son is a far cry from past 
Maddens, which had to make 


endorsement, as well). In addition to 
all of these technical buzzwords, 
EA commissioned the talents of 
Pat Summerall and James Brown 
(and Madden himself) to call the 
action. 

EA has invested a lot of 
money, a lot of talent and a 
whole lot of time in this title, 
and early impressions lead me 
to believe that these resources 
were well-spent. Check back 

soon for a complete review! 


ea Lars 


The satel of detail ee 
Pee been. bumped up a notch > 
_ tor this edition of Madden. | 
Notice the numbers on the. 
a sheen: ipa 


Magic: The Gathering 


hy Ir: Sin chaise aac had 
Maria Battery. WT: Add [R to your 
tama Pool, Remove any rannber of 
dharge counters from Red Mana Battery 
to add an stncumd of [R te your mam 
pool equal to the ramiber of counters 
removed. Play this ability as an 
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hen I think back to my time as an assis- 
tant manager at a mall-based software 
store, | remember two things: “Jingle 
Bells” being sung repeatedly by the gang of elves = : 
right across from the storefront and Magic: The Me Wane ple sted i 
Gathering trading cards. Although computer 

and video games sold in spurts, there was a con- 
stant demand for this card game; since I was 
thoroughly sick of non-video adventure games, I 
learned about Magic through osmosis. You 
couldn’t help but get the scoop when a group of 


rug rats sat around and discussed the pros and The unique decks in the CD-ROM will certainly make 


cons of the cards they had received. more than a few fans rabid with anticipation. 
It was around this time that I first heard about 


the software version of the game. Now, after 

more than a year of speculation, MicroProse will at last release it for the PC. It will essentially be a direct 
port of the card game for computer owners who didn’t have the enormous funds needed to play the card 
game regularly. Of course, the turn-based duels have been given a healthy dose of “computerization” with 
a little help from MicroProse’s prodigal son, Sid Meier. He teamed up with the game’s producer to pump a 
little strategy into the duels between wizards and creatures. Further, Meier created a fictional world, 
Shandalar, in which Magic players will fight. 


Its potential audience is most likely bigger than that of just about any other game (with the possible 


exception of Quake). Strategy nuts, AD&D freaks, Magic freaks, and adventure freaks are all waiting breath- 
lessly. Will Magic: The Gathering live up to the hype? We’ll let you know. 


Ohm A Saat ¥ 


| ‘ - PA : ABOVE GROUND 


IT’S PART.TANK 
PART SUBMARINE. 
AND ULTIMATELY. 


ONE FUNKY 
LOOKING COFFIN. 


Amok” © 1996 Scavenger, Inc. All Rights Reserved. Created and published by Scavenger, Inc. Distributed by GT Interactive Software Corp. All trademarks are the 
of their respective companies. = 


screamer 2 


System: IBM PC 
Genre: action 
Publisher: VIE 
Developer: VIE 
Available: now 


Four POVs 
allow you to 
see the 
action from 
some unique 


angles. 
In 65K, hi-res mode, 


Screamer 2 looks as good as 
Namco’s Ridge Racer. 


ou know 

how I 

can 
always tell 
that the hol- 
idays are 
coming? It’s 
not snow or 
cold weather; 
it’s the huge number of sequels/threequels that 
start to appear on my desk. By the look of the 
desk this month, I’m sure that the holidays are 
just around the corner. 
Despite 
the fact 


plays as well as it possibly can. 


tions, | was pretty psyched to 
see this game. Like many of you, 
I, too, sat for hours in front of 
my computer racing through the 
first Screamer. Sure, there was 


y 
s 
al 


The variety of video modes will ensure that your version 


Screamer 2's engine 
ist will include some 


sequels improvements over that 
rarely of its predecessor. 
meet my 

expecta- 


The addition of more selectable 
vehicles is a refreshing change 
from the original Screamer. 


some choppiness, but it was a 
whole lot of fun. I hope that 
the sequel can continue this 
tradition. 

Following “The law of the 
sequels,” Screamer 2’s engine 
will include some improve- 
ments over that of its predecessor. You’ll have 
six new tracks, four new cars and a new 3D 

engine that is supposed to make gameplay a lot 
smoother and allow greater detail, 
e.g., Skid marks on the road. Further, 
VIE has endowed the title with a vari- 
ety of environments to race through, 
including the English countryside, a 
Peruvian jungle, Scandinavian ice 
fields, San Francisco and Egypt. Of all 
the improvements, though, the one I 
most look forward to is the ability to race in hi- 
res without an unacceptable degree of choppi- 
ness. You can be sure that I’ll be monitoring the 
development of this one and will keep you 
posted. 


“7 


Above: of all the 
things we lost as a 
result of the fall of 
Rome, | think | miss 
the bathhouses most. 


Right: the scrolls at 
the bottom of the 
screen will assist you 
in your quest. 


et me begin by answering the question that is 
undoubtedly swirling through your head: 
SPQR stands for “Senatus Populusque 
Romanus.” Everyone knows what that means, 
right? For the small percentage of you who don’t 
speak fluent Latin, it means “the senate and the 
people of Rome”—a common inscription found 
on old and new structures throughout Rome. 
Using the context clues that I’ve just planted, 
you’re probably saying to yourself, “Hey, this 
game must take place in Rome!” And guess what? 
You're right. 

SPQR’s life began more than a year ago; it was a 
Web-based game that had all the draw of a Magic: 


The game’s makers filled their 3D-rendered ver- 
sion of Rome with painstaking detail. 


The Gathering card game or an RPG such as 
AD&D. Essentially, you were placed in the shoes 
of someone trying to find out what or who 
caused the fall of Rome. In an attempt to catch 
the culprit, you used five journals that were con- 
stantly updated to interact in a Web-based com- 
munity. If you place this plot over the backdrop 
of a gorgeously (and historically accurate) render- 
ing of ancient Rome, you'll have a pretty good 
idea of what SPQR is about. 

Don’t let this short summary fool you, though; 
SPQR on CD-ROM is, without question, a worthy 
stand-alone product. The 3D-rendered Rome 
through which you navigate is the fruit of over 
two years of painstaking work on SGI machines. 
In addition, the puzzles are cleverly crafted and 
are much more refined than their counterparts 
on the Web. For a full review, mystery lovers will 
need to keep it tuned here. OP 


SURF AND DESTROY 


ee 


age 
= 
esse 


ive ’s about the 


unique maze/adventur ! 
what? when? 
vertigo! october! at your 


local software 
retailer. 


negotiate real- 
Gime 5-D 
_ interactive 


re 


destroy an 
insidious virus — 
launched by _~ 
Rood O’Dor, 

an evil genius 
out to trash 
the world’s 


computers. 


TENE ERIE 


iT’S SLAMSCAP 


With fast-action gameplay inside an interactive soundtrack by God Lives Underwater and the 
._ fastest real-time 3D graphics available, it’s like taking the scenic route to hell and back. Battle your 


own private demons at lightning speed. And thrash your head off in 360 degrees of pure danger. 


Availabe on: PC CD-ROM & 


THE PLAYSTATION GAME CONSOLE Featuring the music of GOD LIVES UNDERWATER as seen on MTV. 
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THE ULTIMATE 


Glenn FLECTRONICG Jeff “3Dfx 
—e CHAMPIONSHIP! = 


long-awaited new console-based 


game system—the Nintendo 
64 (N64)—has at last arrived. With a 
powerful set of processors and 
incredible graphic capabilities, the 
N64 is unarguably the greatest console 
game system of all time. But is it the best 
electronic gaming system you can buy? 
To examine this console vs. computer 


fter what seemed an eternity while 
it was in development, Nintendo’s 


conundrum, Computer Player’s own Jeff 


James and Glenn Broderick go mano-a- 


mano—no biting or eye-gouging, 

please!—to see which platform can 
lay claim to being the best game 
machine in the known universe. 


O 
21 
' So join us now as these two sul- 
tans of spandex climb into the ring 
and Duke Nukem it out to see which sys- 
tem deserves to wear the ultimate gaming 


crown! 
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NINTENDO 64 VERSUS THE PC 


_CPU/processors 
Glenn: The N64 houses the most 
0 oo. CPU ie seen ina con- 


ser ually. a oe down vecsion 


__ Of one found in a Silicon ae workstation. Combine this RISC component with a clocked 


. “speed of 93.75MHz, and you're looking at one mean machine. 


Jeff: The Nintendo 64 may have a powerful CPU, but a 200MHz Pentium is no slouch either. 


__ Promised upgrades to the Pentium—including the game-friendly new MMxX technology—will 


_ elp the PC maintain its position as the most widely used game platform. 


Glenn: Well, Jeff, a 200MHz Pentium MMX sounds nice, but the fact remains that the N64’s 
_ CPU is dedicated to gaming; it doesn’t have to worry about generating spreadsheets, and this 
__ gives it a significant advantage. 


Jeff: Versatility is one of the PC’s strengths. Once I’ve finished playing games, | can write let- 


You 
can't 
listen to 

Trent 
Reznor’s QUAKE 
soundtrack if you 
don’t have a CD- 
ROM drive .... 


We 
don't 
need 
no 
stinkin’ CD-ROM 
drives, you cock-a- 
roach! 


_[ROUNDF] ONDE sound 


__ Jeff: | think the PC wins this category handily thanks to two things: 
_ Wavetable sound cards like Creative’s AWE32 and Redbook audio that 


allows CD-ROM drives to play CD-quality music. You can’t listen to Trent 
Reznor’s Quake soundtrack if you don’t have a CD-ROM drive .. 


Glenn: You've now forced me to return to that “icky” place known in the 
computer player world as “standards.” Redbook audio is cool, but how 


_ters, balance my checkbook, browse the Internet and buy airline tickets | can’t afford. 


Graphics 


Jeff: | think the PC wins this category with, ahem, flying col- 
ors! PC graphics are always on the move; 256-color SVGA 
may be the status quo now, but games with support for 
even greater resolution and color depths are in the works. 
Thanks to accelerated video cards like the Diamond Monster 
3D and the Orchid Righteous 3D, graphics on the PC will 
soon equal—and surpass—the best the N64 has to offer. 


Glenn: Hold on there, Jeff. In addition to its core 64-bit 
CPU, the N64 has two co-processors that share the task of 
generating graphics. The signal processor (SP) takes care of 


sound and graphics while the display processor (DP) takes 


care of drawing pixels. Working with the system’s core, 
these co-processors (which clock in at 62.5MHz each) can 
produce quite a visual feast. 


Jeff: Dedicated sound and graphics processors are a double- 
edged sword, Glenn. Remember the Amiga and the 3D0? 
They don’t do you much good if you can’t upgrade them a 
few years down the road. 


Glenn: Come on, Jeff! You and | both know that new hard- 
ware is only as great as the software that supports it. 
Remember Diamond's Edge 3D? | didn’t think so. 


many games really use it? The N64 at least makes a consistent showing in 


__ the audio department. 


Jeff: Most Macs and PCs ship with a device called a CD-ROM, Glenn. Using a small program 


called a CD player, you can... 


play music CDs! Can’t do that on the currently CD-less N64. 


2 jenn: Again, | have to point out the significance of dedicated processors. One entire co- 
rocessor is set aside for providing groovy sound effects, so even though there’s no CD-ROM 


drive, the music goes off the cart, gets a dose of adrenaline in the unit and shoots out your 
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"s speakers. We don’t need no stinkin’ CD-ROM drives, you cock-a-roach! 


expensive cartridge 


[ROUNDE¥Expand 


Jeff: You can upgrade just about any- 
thing in today’s PC: the processor, video _ 
card, sound card—you name it—and you _ 
can most likely replace it or expand it. If 
there’s one thing we've all learned about — : 
the PC industry, it’s that you're always _ _ 
getting more for less. 


Glenn: Phooey! Off the shelf, the N64 
has an expansion port for its already- 
announced Disk Drive 64 (or DD64, as 
it’s called). This add-on will have the abil- 
ity to write to whichever storage medium : 
it uses. That might not sound likeabig 
deal, but it will basically give you creative © 
control over a huge number of game ele- 
ments that gamers have previously been . 
unable to change. | 


Jeff: I’m sorry, Glenn, but the DD64 has 
“32X" stamped all over it. Sega manage- . 
ment is still wincing after that hardware 
debacle. Can Nintendo do any better 

with the DD64? 


Glenn: Although you bring up a goody 
point, Jeff, Einstein’s theory of relativity 
certainly applies here. A few hundred dol- 
lars for 32 megabytes of RAM mightbea _ 
relative bargain, but it’s still more than 
the projected $150 for the DD64. 


Jeff: Unlike the 


technology that the N64 uses, the PC relies 
on cheaper and more widely available CDs 
for the primary game distribution method. 


_ And DVD is on the horizon, offering 10 


times as much storage capacity as current 
CD technology. 


| Glenn: It is true that cartridges are much 


more expensive to manufacture than CD- 
ROMs. Unfortunately, this keeps many 


small but talented developers out of the 


N64’s mix. On the up side, however, this 
high cost ensures that only established 
and/or successful developers who have a 
record of making high-quality titles will 
have the opportunity to sell you their 
product. 


Jeff: Your “high cost = good games” 
equation doesn’t wash, Glenn. Many of 
the best new games come from small 
developers like Shiny Entertainment 
(EarthWorm jim) and |d Software (Doom). 


Glenn: I'll concede that a lot of good tal- 
ent gets shut out by this procedure, but 


let me just say this: sure, a small company 


won't revolutionize gaming on the N64, 
but you'll never see a Catfight or an Alley 


_ Cats on that system, either. 


Glenn: Nintendo is very selective when it 
comes to software for its machine. 
Developers must meet a host of condi- 
tions to create games for Nintendo’s 
baby. Granted, many of these conditions 
might be deemed harsh. Like the cart for- 
mat, however, these demands virtually 
ensure a high-quality product. 


Jeff: Super Mario 64 is a fantastic game, 
but it’s only one game. The PC owner has 
thousands of games to choose from, and 
most of the biggest new titles—for exam- 
ple, Quake, Command & Conquer, Myst 
and SimCity 2000—appear first on the PC. 


Glenn: Sure, C&C and Quake are great 
games, but let me ask you something: 
how many substandard, rip-off games did 
you have to play before these two 
reached your hard drive? Nintendo’s policy 
of “quality over quantity” worked for the 
SNES, and it will work with the N64. 


Jeff: | think I’d rather have thousands of 
games to choose from, even if a bunch of 
them are mediocre. Most of the games on 
the SNES may be pretty good, but | prefer 
the bigger selection that only the PC can 
offer. 


Jeff: Windows 95 has gone a long way 
toward making the installation and con- 
figuration of joysticks and game peripher- 
als a plug-and-play process. It’s still far 
from perfect, but it’s definitely getting 
better. Besides, PC users are spoiled for 
choice when it comes 

to input devices. oS 
Whether you're look- 
ing for a steering 
wheel, pinball flip- 
pers, a realistic flight 
controller, or a track- 
ball, the PC has it 
all—now. 


Glenn: Although the N64 has a truly rev- 
olutionary design, its major draw is shared 
with every console: convenience. When 
you pop in Super Mario 64, you don’t 
have to configure the stick; it’s already 
done. Sure, you can change the button 
assignments if you want, but you don’t 
have to. 


Jeff: | agree that the PC will almost never 
be as straightforward as the N64, but it’s 
getting awfully close. 


Glenn: It’s good that you agree with me, 
Jeff. (Ready to cry “Uncle!” yet?) The PC 
has never seen a stick integrate analog 
and digital controls as seamlessly as the 
N64’s does. As far as other peripherals go, 
you can bet that the N64 will have a huge 
variety by the holidays. 


Jeff: Ill concede this one early: plugging the Nintendo 64 into a television set is so easy a 
chimp could do it. That said, the PC is getting easier to use, thanks to Windows 95 and its new 


plug-and-play technology. 


Glenn: Anyone with a PC can attest that setting one up is not some- 


thing you can do during a coffee break, especially if you’re hooked up 
to the Net. The N64 requires you to connect RCA cables to the back of 
your TV, plug the unit in and start playing. | had the system hooked up 


and was playing within 10 minutes. 


Jeff: “Uncle!” You win this one. 


Glenn: (to the tune of the punk from “The Simpsons”) Haa-haaa! 


Jeff: This is another area where the PC is 
king. Barring console-only multiplayer net- 
works like X-BAND (which isn’t out for the 
N64 yet, | might add), the N64 limits you to 
bunching your friends together around the 
TV. I'll take multiplayer PC networks like TEN 
and Mplayer over that any day. 


Glenn: OK, OK, consoles have traditionally 
suffered in the multiplayer arena. Nintendo 
hopes to correct this by its inclusion of four 
controller slots in the N64. Sports games, 
fighting games and even RPGs will benefit 
from these extra ports. How the N64 will 
handle multiplayer in first-person shooters 
like Quake is still up in the air. 


Jeff: Four sweaty guys huddled around a TV 
clutching gamepads isn’t exactly my idea of 
fun. Besides, PC networks provide chat 
rooms, game discussion groups and other 
services. 


Glenn: Sure, TEN and Mplayer might be fun, 
but you’re playing against faceless foes. | 
think playing NBA Jam with three other peo- 
ple at the same screen provides more fun. 
Plus, can you split a six-pack over the 
Internet? 


THE DECISION 


Jeff: A killer PC gaming system will set you 
back around $2,500. Granted, that’s a bit 
more expensive than the Nintendo 64. But | 
believe the PC still offers serious gamers 
more value; it’s a better long-term invest- 
ment. Dedicated game systems like the 
Nintendo seem to thrive for a few years 
then collect dust in the closet. Anyone 
remember the original Nintendo NES 8-bit 
system? 

Glenn: This is the biggie. Although the PC 
might be able to give you games and appli- 
cations, its price tag also contains a few 
extra zeros. For $250 (the price of some 
upscale 3D cards), you can take the N64 
home and start playing. 

Jeff: Ill go out swinging: people forget that 
the PC comes with a monitor; if you had to 
buy a television ($300) to go along with the 
N64, you'd get close to the price of a low- 
end Pentium. 


Glenn: Spend $2,500 on a game machine 
that will be outdated in less than six months 
or $250 on one that will last for at least two 
years? You do the math. 


Jeff: | admit that the N64 is a hot console system, and | even admit that Super 
Mario 64 is one of the best video games of all time. Regardless, the PC will always 
be my game machine of choice. It may be more expensive than the N64, but the 
PC lets you do so much more: you can buy stocks, send email, do your homework 
and brush up on your programming skills. And with the arrival of 3D video cards, 
Internet gaming networks and other advances, the PC (in my humble opinion) 
remains the best game machine money can buy. There’s definitely room for both 
systems in the gaming market, but the PC will always be my favorite. 


Glenn: What it all boils down to is this: the N64 excels at generating the coolest 
3D graphics you've probably ever seen. But over the life of the system, you'll see 


only about 500 games (maximum). The PC, on the other hand, has a huge (if not 
consistently “good”) software library and Internet connectivity. And with a good 
3D graphics card, it will be able to give the N64 a run for its money in terms of 
visuals. If you’re looking for a feature-packed game machine, the PC is your safest 
bet; if you’re looking for a pure action-gaming experience, the N64 will probably 
be your pick. GP 
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LAST SUMMER YOU hOUGAT hoR AONGR 
AND GLORY. THIS FALL YOU’LL PRAY FOR MERCY. 


Eignt-Player 

internet Combat 

Battle up 10 eight Intemet or 
LAN warriors= of go heade 
to-head via modem In 15 
ravaging MercNet missions. 


Money-Making Battles 
Earn cash for combat as 

a warrior-for-hire, then pay 
for new ‘Mechs®, ammo, 
repairs and contracts. 


OBLITERATE ALL-NEW URBAN 
ENVIRONMENTS 


All-New Graphics Engine 
Enhanced combat effects and texture-mapped environments 
explode with never-before-seen ultra-realistic detail. 


CUSTOMIZE YOUR ARSENAL 
WITH LETHAL WEAPONRY 


MERCENARIES 
<>  |ACTIVISION 


N O W AVAILABLE O N Ma - DOs */ Win 0:0 Ww: s - ie GSoO-R OM 
PREV IB w cies om, MAY HEM A T HTT Pt//i WWW. AG TIiVveiStoaon.caem 


EXPERIENCE STATE-OF-THE-ART 
BATTLE PHYSICS 


Activision is a registered trademark of Activision, Inc. © 1996 Activision, Inc. MechWarrior, BattleTech, BattleMech and 'Mech are registered trademarks and MechWarrior 2: Mercenaries and 
MercNet are trademarks of FASA CORPORATION. © 1996 FASA CORPORATION. All rights reserved. All other trademarks and trade names are the properties of their respective holders. 
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FIRST LOOK! 


Microsoft Dives 
Into Action 


hen it comes to computer 
gaming, software behe- 
moth Microsoft has finally 
found religion. Twelve 
months ago, Microsoft’s shelf pres- 
ence in the game section was vesti- 
gial at best, represented by dog-eared 
products like Microsoft Space 
Simulator, Microsoft Flight Simulator 
and a gaggle of entertainment packs 
and other “gamelets.” Today, the 
word from Redmond is that games 
are big business, and Microsoft is 
determined to become a major 
player in this burgeoning industry. 
The company’s renewed commit- 
ment is evinced by a robust line-up 
of new game releases, most of them 
slated to hit shrink-wrap in time for 


the crucial holiday selling season. 
Microsoft’s army of new games 


covers the gamut of genres; it 
includes a trio of sports titles, a 
handful of action games and a 
revamped and revitalized Windows 


95 version of the venerable Flight 


Simulator (see “Microsoft’s Order of 
Battle” sidebar). One of the most 
promising games is Deadly Tide, a 
hot action shooter that will break 
the surface sometime this fall. 
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Progeny. of Rebel Assault 

Developed as a collaborative effort by Microsoft, game devel- 
oper Rainbow Studios and Hollywood special-effects firm 
TRG3, Deadly Tide could easily be described as a cross 
between “Independence Day” and “SeaQuest.” (I can even 
envision “ID4” costar Jeff Goldblum wiping out the aquatic 
alien menace armed only with a fishing pole and a case of 
tartar sauce.) Such a description isn’t entirely fair; a number 
of twists on the “brain-sucking aliens from outer space” cliché 
allow Deadly Tide to stand on its own. 

Deadly Tide takes place in the early 26th century. .A fleet of 
alien vessels has emerged from the depths of space and lies 
submerged at the bottom of the world’s oceans..As the years 
pass, the aliens begin to “aqua form” the planet—increase the 
amount of water that covers the surface. To combat this 
threat, the world’s governments create the Earth Oceans 
Alliance (EOA) to fight the aliens under water. The player is 
an EOA agent specially trained to pilot the Hydra—a proto- 
type military craft designed to take the fight to the aliens in 
their undersea strongholds. 


Rail Shooters and the Rainbow 
An action game, Deadly Tide most closely follows in the steps 
of games like Rebel Assault, Creature Shock and The Hive. 
Commonly referred to as “rail shooters,” this breed of twitch- 
and-shoot games usually doesn’t give the player much free 
rein in moving through the gameworld, as games like Duke 
Nukem 3D and Quake do. Rail shooters bolt the player to a 
predetermined path, much like being strapped‘in for a roller 
coaster ride. Using a mouse or a joystick, the player can move 
an onscreen crosshair to blast any aliens or enemy craft that 
lurch into view. By their nature, rail shooters often emphasize 
graphics and sound over in-depth gameplay. 

Although this philosophy may elicit cries of indignation 
from the highbrow “playability or death” computer gaming 
set, the simple fact remains that games like Rebel Assault— 
arguably the archetype of the rail-shooter action genre— 
sold extremely well. Of the millions who flood the 
aisles of software merchants to look for games for 
their shiny new family PCs, many aren’t willing to 
put in the weeks of play time that some in-depth 
role-playing games and flight simulators 
demand. “One of the main goals in creating 
Deadly Tide was to produce something more 
like immersive cinema than a traditional 
computer game,” says Deadly Tide lead pro- 
grammer Mark De Simone. “Our target audi- 
ence is not the hardcore gamer but the 
broader market of home computer own- 


by Jeff 


James 


ers who are 
more used to a 
movie experi- 
encethan play- FP  — 
ing computer Move over 
games.” “om 
Creating oo 
that movie experience demands exceptional animation, 
music and sound effects. Deadly Tide benefits mightily from 
the animation experience of tiny TRG3, a company whose 
principals—Tony Stutterheim and Bruce Hall—formerly 
worked special effects magic at Steven Spielberg’s Amblin 
Imaging Group. FRG3’s skill at creating convincing computer- 
generated effects is evident throughout the game. The oceans 
of Deadly Tide are alive with phosphorescent bubbles, shim- 
mering light sources and waving seaweed. “We learned a lot 
of things about underwater environments when doing work 
on ‘SeaQuest,’ ” says Stutterheim. “The — ‘The Abyss’ was 
another influence on our work.” 
Relatively new to game development, Hall and 
Stutterheim had a lofty goal when they started work on 
Deadly Tide. “In most games, You can see a critical difference 
between the gameplay and the cut scenes,” says Hall. “Since 
Tony and I come from a special-effects background, we 
attempted to elevate the gameplay graphics.to-cut-scene 
quality ... when you’re playing the game, there is no visual 
difference between them.” 
Achieving that goal wasn’t easy. According 
>. to*Stutterheim, making the jump from creat- 
ing special effects for movies to creating them 
_~ fora computér game took some adjustment. 
'" 9 “In the world of visual effects, which is where 
¥ _.. Bruce and I come from, you generally doan ~-** 
effects shot and then cut away. If that business, you 
can hide a lot of stuff and just show what you need to. 
In Deadly Tide, the player is in a completely immersive 
environment aid‘can see everything. We 
could hide very little. That meant incredi- 
bly complex CGI [computer-generated 
imagery] sets, which meant huge poly- 
gon counts, sometimes close to 2 mil- 
lion per scene, and longer rendering 
times. We were determined to main- 
tain the highest possible image quality, 
so we always used ray-traced shadows 
and motion blur wherever possible. 
That increased the rendering times 
as well.” ’ 


tes, 
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Transforming all of TRG3’s 
animation into a playable game 
was the job of Rainbow Studios. 
Thanks in large part to its work 
on The Hive for Trimark Inter- 
active, Rainbow was able to knit 
Deadly Tide’s disparate elements 
into a cohesive whole. “The origi- 
nal LightWave renderings [from 
TRG3] are all 320 x 200 24-bit 
stills that look awesome,” says 
Rainbow’s Robb Rinard. “But 
keeping those images looking 
awesome after video compression 
is another thing altogether.” 
Combining all of these elements 
fell mostly to Rainbow Studios 
programmers Rinard and De 
Simone. Deadly Tide’s musical 
score was the purview of Rainbow 
Studios composer Mark Stratford. 
According to TRG3’s Hall, 
Stratford’s contributions made a 
tangible difference to the game’s 
feel. “We would go off and develop 
levels and just try to make them 
look as good as possible. Then 
we’d add Mark Stratford’s sound- 
track to them, and we’d just be 
blown away by the difference the 
great audio made to the levels.” 
According to Rinard, all the music 
and sound effects in Deadly Tide 
were recorded with industrial- 
strength audio equipment. “The 
audio was all recorded from 
Roland S-760 samplers—the hard- 
ware that Hans Zimmer used in 
the recordings for the movies 
‘Crimson Tide,’ ‘Broken Arrow’ 
and ‘The Rock,’ ” says Rinard. 

So what about the game itself? 
Deadly Tide will offer roughly 15 
missions that are designed to take 
the player to diverse game loca- 
tions, from submerged shipwrecks 
to old lava tubes and alien instal- 
lations. After the first mission—in 
which the EOA underwater base is 
destroyed—the player relocates to 
the Hastings, a giant EOA subma- 
rine that escaped destruction by 
the alien menace. As the player 
progresses from mission to mis- 
sion, the commander of the 
Hastings will dole out mission 
orders and instructions. 

Most of the missions in Deadly 
Tide revolve around piloting the 
Hydra, which is equipped with a 
fast-firing blaster and area-effect 
torpedoes. Other missions are 
undertaken on foot and wearing 
an underwater combat suit 
equipped with a forearm blaster 
and underwater grenades. Finally, 
the player will get the opportunity 
to give the aliens a taste of their 
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Images from Deadly Tide (clockwise from top left): an alien 
vessel; an ornery alien trooper; our hero, kitted out in an ACS 
(aquatic combat suit); the LightWave 3D modeler used to create 
the art; and the Hastings, the player’s base of operations. 


relied on its network of DEC Alpha workstations and NewTek’s LightWav ve 3L | anin 
tion software. According to Hall and Stutterheim, creating all the animation and i imagery for Deadly 
Tide was a massive undertaking. “Our network of workstations was rendering tests and finals 24 
hours a day, seven days a week for six months,” says Stutterheim. “These are very fast machines, 
but we were constantly taxing them. All this data being generated meant considerations for storage 
and backup as well. | ended up with a huge stack of four-gigabyte backup tapes at my house!” 
Stutterheim and Hall also used a few PCs (running Adobe Photoshop and Premier) for touch-up 
work and other duties. Stutterheim even stepped up to the plate as a part-time programmer. “1 
wrote a few utilities for automating some of our more mundane tasks.” 

Although Hall and Stutterheim are admitted newbies at game design (Hall, however, did work on 
two games for the Philips CD-i), they’re very clear about their design goals for TRG3. “When we 
saw where graphics for computer games were heading, we decided to create TRG3 and give it a 
shot ourselves. We found out early on that [movie] visual effects are for mommas’ boys when you 
compare them to making a game that looks good and is also fun to play.” It’s too 
early to tell whether TRG3 will achieve the lofty heights of other game designers, 
but it’s obvious that it’s off to a good start. 


The design process (from 
left): a 2D sketch; NewTek’s 
LightWave 3D modeler; and 
the end result. 
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DEADLY ak is a collaborative effort by thies companies: 


sf Sea 
eg 
a. 


— Front: row (left to 
. right): Adam Kraver— 


Microsoft, Rainbow Studios and. TRG3. Microsoft supplies the 


_ animation and visuals. 
Finally, Rainbow tack- 
les | programming, — : 
music composition 
and—most important 
of all—integration of __ 
-these elements into a. 
unified whole.. se 


ee 


motion capture (Rainbow); Supe Hell phosuntio’ designer 
(TRG3); Tony Stutterheim—writer/director (TRG3); Dan 
Lyons—character modeler (Rainbow). Second row: Mark 


Mahler—motion capture (Rainbow); Mark De Simone, Ph. pag 


lead programmer (Rainbow). Third row: Mark Stratford— 
music composition (Rainbow); Robb Rinard—game tuning 
(Rainbow); Tom Shepherd, Ph.D.—motion analysis (Rainbow); 
Terrence Walker—animation and CGI (Rainbow); Sandy 

_ Jarred—business affairs (Rainbow); Brian Tindall—animator 

_ (Rainbow); John Sommer—behavioral CGI specialist 

: (Rainhow). Back row: Earl Jarred—senior producer (Rainbow); 
Jeff Lizerbram—sound engineer (Rainbow); Hiro Takahashi— 
assistant arene: Rear: 


Deadly Tide isn’t the oe title emerging from the depths of Microsoft's game division. Over: the next six _ 
months, a tidal wave of new Microsoft games should wash ashore on software dealers’ shelves. They will 
range from Bruce Shelley’s Age of Empires (reported to be a “Civilization-killer”) to Monster Truck 
Madness—a foot-stomping racing game sure to appeal to the mud-churning, mae acre road demon. 
trapped in every mild-mannered introvert. 


aenre: strategy — 
Developed by 
Ensemble 
Studios, Age of " 
Empires promises to combine the 
real-time immediacy of WarCraft 
I! with the strategic depth of 
Civilization. Odds are good that 
Empires will be a winner; 
Civilization co-designer Bruce 
Shelley heads the design team. 


Available: Q2 ’97 
Genre: action 
Microsoft plans 
to hop on the 
mech-drivin’ 
wagon with The 


Condemned, a new giant robot __ 


sim that goes where Mech- 
Warrior 2 and EarthSiege have 
gone before. The $64 question: 
will gamers make room for. 

yet another combatgame =|’ 
with anthropomorphic fighting 
vehicles? 


AVahavic, Q4 ’96 
Genre: action 
What’s the 
fastest way to 
turn your $2,000 
Pentium into a 


$200 Sony PlayStation? With the 


help of Crystal Dynamics and 
Microsoft, you’ll soon be able to 
play the once console-only plat- 
form game Gex on your | 
Windows 95 PC. 


> Q4’96 — ailable: Q4 '96 
e: action nre: sports 
| if Fury3 wasn’t Microsoft mus- 

ornery enough cles into the 
for you, Microsoft ii round-ball arena 
isbrewingupa- sy with a sports title 
sequel to Terminal Reality’s hel created with the help of NBA 
ishly frenetic 3D frag-fest. coaches and players. All the | 
Dubbed Hellbender, this new | motion-captured action will be 


shooter features dialogue spoken _ narrated via digitized voice-over by | 


by “X-Files” star Gillian Anderson. Seattle SuperSonics announcer — 


Kevin Calabro. 
Available: Q4 ’96 Available: Q4 ’96 
Gent psichghieremn Genre: sports 
- Inamove that’s The world’s most 
sure to set every popular sport 
propellerhead shows up sport- 
with acomputer = ing a Microsoft _ 
a-quiver with anticipation, =——_logo this fall. Microsoft Soccer 
Microsoft has pulled out all the _ will reportedly include multiplayer 
stops to update its Flight Simulator —_ support, variable weather condi- 
with a new Windows 95-specific __ tions and customizable team for- 
version. | mations. 
ak ie; Q4 96 Available: Q4’96 
enre: sports Genre: action 
if golf is your Yee-haw! 
gig, Microsoft's Appealing to the 
latest version of blue collar in all 
its golf game for of us, Microsoft’s 
Windows 95 should = ashineon new Monster Truck Madness 
your putter. Co-developed with ——_brings the miracle of monster 
golf-sim powerhouse Access _ truck racing to the PC desktop. 
Software, Golf 3.0 featuresnew —_ Even quiet types will thrill at the 
courses, updated graphics and =— chance to hoop, holler and stamp 
_ multiplayer options galore. their feet while flattening cars 
and peeling out in the mud. 


‘marketing clout and pablaehing moxie } wile —— provides ' the | Zs 


own medicine by flying one of 
their fighter craft against them. 
Although players won’t be able to 
save the game manually, Deadly 
Tide automatically saves the game 
position at pertinent points in the 
action. Three levels of difficulty 
allow gamers to tailor the game to 
their shooting skills, and three 
levels of graphic detail ensure that 
Deadly Tide will run acceptably on 
a wide variety of computer hard- 
ware. According to Rainbow 
Studios, the final version of 
Deadly Tide should offer 20 to 30 
hours of gameplay. 

Although Deadly Tide may 
seem like a natural for conver- 
sion to console machines like the 
Sega Saturn and Sony Play- 
Station, current plans are to keep 
the title Windows 95-exclusive. 
“We believe that the personal 
computer is the gaming platform 
of choice,” says 
Rainbow’s 
Rinard. “And 
we believe that 
Microsoft ™ 
Windows 95 with ~ 
Direct X is the 
OS [operating syste 
of choice for the best 
gaming.” 


Sequels and 
Movies 


Once gamers have finished 
Deadly Tide, chances are they 
might be hungry for more under- 
sea action. They shouldn’t have 
to wait long. According to a 


Rainbow Studios spokesperson, a 
computer-animated “Deadly 
Tide” movie—based on the 


game’s characters and storyline— 
is in production. Jointly pro- 
duced by Rainbow and HIC 
Infocomm (a South Korean film 
production company), the movie 
is tentatively scheduled for a 
summer 1998 release. In addi- 
tion, sources at Microsoft and 
Rainbow have confirmed that a 
sequel to Deadly Tide—Deadly 
Tide II—is also under develop- 
ment. “There’s a lot of stuff that 
we wanted to do on Deadly Tide 
that didn’t make it in,” says 
Stutterheim. “A sequel is the best 
way to make those ideas become 
reality. And you know, I’ve 
always thought doing a trilogy 
would be cool ....” @P 
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A story of intrigue and disaster unfolds as you 
interact with over 25 fully animated characters 


It’s the Titanic’s fateful night and you play 
a British agent — the key figure entangled 


Advanced 360° movement puts you on board an 
historically accurate SGI rendition of the Titanic 


who remember your responses and act accord- 


in a race against time to change the course 


as you search for clues and secret documents in 


ingly as you criss-cross their paths. 


fully explorable 3D environments. 


of 20th century history. 


salt Nai Ree 
; ways 


A Graphical Adventure 


Free Demo Disk www.im.gte.com 
GTE Entertainment {!!!!!! 
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king eles titles currently i in | develop- 
nt. Gee I’ I get the word on the street 
: afe : 


’rogeny of Wolfenstein 3D 
test-growing segments of the 
1e market is the first-person- 
shooter, typified by Id 
's Doom and 3D Realms’ Duke — 
, the heir apparent to the © 


n " a traditional | 
: like Falcon, 


Doom empire, Id’s_ 

recently released — 
Quake has upped © 
the technological — 
ante with a true 3D 
gameworld, 
dynamic lighting © 
effects and other 
improvements. As 
good as Quake is 

1e argue that it could have been 


aven s upcoming 
Hexen " will use 


hey were the muscle behind Duke Nukem 3D, and now they have 
struck out on their own. Formed by several ex-members of the 
Duke Nukem 3D and Prey design teams, Hipnotic Interactive initially 


plans to push the Quake game engine to new heights with an official 


level pack. Then what? Only time will tell, but Hipnotic definitely is 
loaded to the rafters with high-powered game talent. In a prime exam- 


ple of group-think, the people at 
Hipnotic all responded to these ques- 
tions with the same exact answer. 


CP: Hipnotic will license the Quake 
technology from Id, correct? If so, in 
which directions do you plan to take 
the Quake engine? 


HI: Our first project will be the official 
Quake level pack. After that, we plan to 
use Quake technology in our own game. 
There will definitely be a stronger 
emphasis on story and a more interac- 
tive environment. 


CP: What will separate your games from 
what Id creates on its own? 


The Hipnotic Interactive squad: (from left) Michael 
Hadwin, Richard “levelord” Gray, Mark 
Dochtermann, Jim Dosé, Harry Miller, Tom 
Mustaine and Robert Atkins. 


by Quake hust as. Hoes efecd a richer sto- 


HI: We value the same qualities that Id puts into its games, but we also 
have a greater interest in developing the story and exploring new game 
elernents, such as strategy and suspense. 


CP: When do you expect the first product from Hipnotic to hit the 
market? Which platforms will you support? 


HI: Our Quake level pack will be in the stores 
in about six months. Anything we do with 
Quake technology will support all platforms 
that can run Quake. After that, we'll support 
any platform that can handle our games. 


CP: What sort of games will Hipnotic focus 
on? Will the company be about action titles, or 
will you focus on other games (RPG, strategy, 
etc.) as well? 


HI: Action will always be our focus. We want 
to combine strategy with the action genre to 
make games with more depth and excitement. 
There are also elements of strategy that can 
give rise to interesting gameplay possibilities. 


‘The — Killer? 


An even bigger action game has the poten- 
tial to steal the limelight from Jedi Knight — 

and all the games that use the Quake | 

_ engine. It’s called Unreal, and it just may be a 


the game that dethrones Id Software from 


iG lofty perch as the preeminent producer of | 
3D shooters for the PC. oS to Unreal 


games and Senor ae some of the most. 
oft-requested features from gamers,” says 
Chin. “In addition, what would alight saber — 
be without the Force?” 
_ As the release of Jedi Knight Sc aches 


, ee -time Id Software partner Raven 
Software (developer of best- seller . ‘Heretic 


cee and more playing depth than Doom, 
Hexen || should offer interested gamers even 
more story and atmosphere than Quake. _ 
__ Game developers throughout the indus- 
a have marveled at the Fobust r nature of 


co-designer Cliff Bleszinski, the game will 
“push the envelope for 3D action gaming.” 
Unreal will push that envelope thanks to 
a number of evolutionary developments in 
3D game technology. “Unreal will have real 
3D, dynamic lighting, a continuous environ- 
ment, i.e., go from castle A to temple B over 
rolling hills, and a great frame rate,” 
Bleszinski says. “It will also support Intel’s 
upcoming MMxX technology, which gives 
__ you high-resolution 24-bit graphics with lit- 
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tle loss of speed. 
This means that 
when playing 
Unreal, you can 
look out a win- 
dow and see 
bluish moon- 
light or walk 
down a hallway 
and bathe in the 
amber glow 


Terminus takes 
place in a dark 
and brooding 
future. 


from a torch. It’s all possible. Not only that, 
but we'll jam-pack the game with as many 
cool lighting effects as we can. For example, 
the clouds are moving above you, and they 
all cast shadows on the grass below, just as 
in real life.” 

With such advanced features as a won- 
derfully robust map editor (UnrealEd), 
Unreal has the potential to vault Epic 
MegaGames to the pinnacle of the gaming 
industry. Other developers have begun to 
take notice: Spectrum Holobyte/MicroProse 
recently signed an agreement with Epic to 
license the Unreal technology for their own 
products, and two of the hottest new 3D 
game developers—Hipnotic Interactive and 
Dream Design—have expressed their 
respect for Unreal. 

We can’t count out the other players in 
the 3D shooter genre, either: 3D Realms’ 
Prey and Bethesda’s SkyNET also offer lead- 
ing-edge technology and features. But will 
they be able to stand up to Unreal? Only 
time will tell .... 


Console Crossover 
While Unreal, Jedi Knight and Quake’s off- 
spring promise to breathe new life 
into the genre that Wolfenstein 
3D and Doom created, 
other developers 
are striking out 
in bold new 
directions. 
With the col- 
lapse of the 16- 
bit console mar- 
ket and the rel- 
atively lukewarm 
success of 32-bit plat- 
forms like the Sony 
PlayStation and the Sega 
Saturn, a number of key 
console developers are 


ae 


Y 


The heroine from 
Scavenger’s Terminus 
prepares to kick tail and 
take names. 


Shiny’s MDK could be one of the most orig- 
inal PC games ever. 


making the jump to the PC and bringing 
with them a host of exciting game ideas. 

“The reason you haven’t seen many 
good PC action games in the past is that 
no one could really do it,” says Daniel 
Small, president of Scavenger Inc. “All the 
good guys used to be on the console 
units. We've shifted our resources to the 
PC because that’s where most of the mar- 
ket growth is at.” Scavenger should be a 
familiar name to console gamers because 
several of the company’s products for the 
Sega Genesis (Red Zone, Sub-Terrania) 
have been well-received. 


Activision’s Interstate ’76 roars onto the 
gaming scene this fall. 


Scavenger recently released three PC 
titles through its distributor, GT 
Interactive: Amok (MechWarrior I! meets 
Doom), Into the Shadows (Dungeons & 
Dragons meets Mortal Kombat) and 
Scorcher (high-tech racing). All three 
should ship by the time you read this. But 
that’s just the beginning. Over the next 
12 months, Scavenger will release a verita- 
ble onslaught of titles, including Angel 
(paranormal adventure), Agua (scuba div- 
ing), Gemini (astronaut sim), Pyro (fire- 
fighting), Sniper (cops ‘n’ robbers), 
Spanish Blood (pirates), Tarantula (big 
hairy spiders) and Terminus (“Blade 
Runner’), 


1AAIVI 


he fighting-game genre, once the sole 

property of consoles and arcade 
machines, has started the shift to home 
computers. Very soon, we’ll see fighting 
games that not only match, but also sur- 
pass those for the Sony PlayStation and 
the Sega Saturn. 


a A 


os 
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Die By The Sword 

by Interplay 

Website: http://www. interplay.com 
Available: March '97 


Set in a true 3D world, Die by the Sword 
lets you play as one of a variety of charac- 
ters and either fight the computer or a 
friend. The usual assortment of weapons 
is comple- 
mented by 
the very 
unusual 
ability to, 
essentially, 
make your 
own special J 
moves. Fans ae 

of fighting, 
blood and 
guts will defi- 
nitely need 
this the sec- 
ond it hits store shelves. 


» 


at 
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Pte 
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ful baddies. 


Into the Shadows 

by GT Interactive 

Website: http://www. gtinteractive.com 
Available: now 


Although there were literally thousands of 
games at E3, this one’s name was on the 
lips of just about everyone. This unique 
combination of an RPG and a fighting 
game promises gamers a truly singular 
experience. In a true 3D environment, 
players take on the role of the game’s pro- 


I’m guessing that this guy will be a 
favorite among Into the Shadows fans. 


Perfect Weapon is populat- 
ed with a whole lot of color- 


& 
AGA 
tagonist and battle their way 
through its dark environs. GT 
Interactive is definitely on a 

roll this year. 


Perfect Weapon 

by American Softworks Corporation = 
(ASC) 

Website: http://www.ascgames.com 
Available: now 8 


eM 


The star of American Softworks’ 
budding software lineup (in my 
humble opinion) is this third- 
person action fighter. 


Similar in appearance to Ble By The 
Activision’s Time onerd just 
Commando, might be the 
Perfect Weapon hettest PC 
boasts even more fighting game 
to date. 


moves and a big- 
ger array of 
weapons with which to wipe out 
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Even though he’s a robot, that’s gotta 
hurt. 


your enemies. Definitely worth mention- 
ing are the authentic martial arts moves; 
some of the lead character’s moves 
rivaled those found in arcade classics like 
Tekken or Virtua Fighter 2. 


CyberGladiators 

by Sierra 

Website: http://www.sierra.com 
Available: Q4 '96 


Sierra’s upcoming title promises to please 
the legion of fighting-game fans who find 
that big, in-depth plots do little to improve 
the actual fun of a game. In Cyber- 
Gladiators, you’|| find no elements of 
adventure, game shows, or RPGs; instead, 
you'll get pure, unadulterated fighting 
action. This might seem sort of bland, but 
wait until you see how good this game 
looks. Even those of you who have only a 
cursory interest in fighting games will find 
this one to be a must-have. 
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Spectacular web offer check out 
http://www.nwcomputing.com 


(HGAME 


» 


“Strategy Game Of The Year” 


-Computer Gaming World 


“Turn Based Strategy Game Of The Year” 


-Computer Games Strategy Plus 


dom 
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ythical creatures come to life as you battle for control of newly discovered lands in 
the award-winning strategy game Heroes of Might and Magic™. Explore virgin territory and 


capture strategic positions and resources while expanding your influence and establishing 
your dominance. Recruit your heroes, gather your armies, and challenge the other warlords 


for supremacy. Victory is within your reach if you have the brains and the brawn to take it. 


® Over thirty unique combat units 


@® Dozens of strategic scenarios 


® Custom “World Builder” included 
in the Win 95 version 


@ Exquisite SVGA graphics 


® Intense Computer AI 


® Multiplayer: hot-seat, modem, 
network, direct connect 


NEW WORLD COMPUTING 


Available at your local software retailer or 

order direct from New World Computing at 
1-800-985-7456 (415-261-3227 outside the U.S.), 

or by mail: P.O. Box 4302 Hollywood, CA 90078-4302. 
New World Computing, the New World Computing logos and Heroes of Might 
and Magic are trademarks and/or registered trademarks of The 3D0 


Company ©1996 The 3D0 Company. All rights reserved. All other trademarks 
belong to their respective holders. 
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Our reviews are the opinions of our freelance and staff writers. 
Games are rated on a scale of 1 to 10; 10 is the highest rating. 
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89 Mr. Wonder’s 
Greatest Toyshop 
on Earth 


Muppet Treasure 
Island 


Cylindrix 
Nuke It 
Total Meltdown 


Indiana Jones and 
his Desktop 
Adventures 

The Pink Panther’s 
Passport to Peril 
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It all ties together here, where we issue our final verdict 
and tell you honestly whether it’s a dog or a Doom. 


. 
. 
. 
. 
. 
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If you see one of these stamped 

: ona review, put down the mag- 

ACTION : azine, go to your software store 
: and buy said game immediately. 


CP PERFECT! 
Excels in all 
categories. A 
milestone. 
These games 
are Very rare. 


CP RECOMMENDED 

An overall great 

game. If you’re 

an avid player 

of the genre, 

: this game isa 
"| SPORTS : must-own for 


your library. 


STRATEGY 


“| SIMULATION 


Techhox 


Important stuff you need to know about the game, includ- 
ing hardware requirements, developer, publisher and price. 
You'll even discover some of the game’s active ingredients. 


= & 


winds 
CD-ROM MACOS § MS-DOS © WINDOWS _— WINDOWS 95 
GAME GAME GAME GAME GAME 
Ratings Categories 


OVERALL: this rating takes into account all the game’s pluses 
and minuses. This overall rating is not an average of the 
other scores. 


$ VALUE: we tell you whether a particular game is worth your 
hard-earned dollars. With games running anywhere from 
$20 to $80, you might find this rating indispensable. 


ORIGINALITY: a look at the effort that was put into creating a 
unique gaming experience. Same old just doesn’t cut it here. 


PLAYABILITY: ease of game’s interface, enjoyment of the task 
involved, control mechanism and replayability all factor in 
here. Playability is a game’s single most important aspect. 


GRAPHICS: we look at things such as animation, background 
and character art, color palette, scrolling, resolution, etc. 


MUSIC: we evaluate those wonderful musical scores. 


SOUND FX: on the side of the human head, ears play a bi 

Pia) 8 
part in evaluating this non-musical aspect of the game. 
Creating an atmosphere is crucial. 
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BY JASON D'APRILE 


ACTION 


t has often been said that people can’t get 

enough of a good thing, and this is certainly 

true of the Crusader series. Crusader: No 
Regret, the second chapter in the Crusader saga, 
uses the same game engine as the original, and it 


—— You are the stoic, red-suited 
: Silencer, a true assassin’s 
Media 
Compact disc assassin—quick, effective and 
Developer emotionless. 
Origin Systems 
Publisher 


plays almost identically. Because Crusader: No 
Remorse was one of the best games of 1995 (my 
favorite, in fact), more of the same is a welcome 
thing, indeed. 

No Regret takes place a mere 46 hours after the 
destruction of the Vigilance platform in the first 
game, and it picks up where No Remorse ended. 
You are the stoic, red-suited Silencer, a true assas- 
sin’s assassin—quick, effective and emotionless. 
After your escape pod has been picked up, you 
find yourself onboard a Di-Cor tanker owned by 


Origin System 
Inc., 5918 West 
Courtyard Dr., 
Austin, TX 78730 
800.245.4525 


Website 
http://www. 
ea.com/origin.html 


Min. System 


sagk. ntesleeaaninais the evil World Economic Consortium. Di-Cor is the 
IBM PC 486, world’s main energy supply and is predominantly 
66MHz 


mined on the moon. 

Because you're surrounded by the enemy on 
their spacecraft, your first goal is obviously, to 
blow that sucker up and get to the moon. In No 


8 megabytes RAM 
55 megabytes 


hard drive nad 
Regret, virtually everything blows up, and this is 
MS-DOS 5.0 or probably one of its most appealing aspects. The 
higher hi-res graphics are some of the best you'll see and 


2X CD-ROM drive game’s isometric perspective is a refreshing 


change from the horde of Doom clones, although 
the game screens move by shifting to the next 
part of the map instead of scrolling. The small 
characters are exquisitely drawn and almost 
appear to be live actors. The special effects, such 
as fire, electricity, steam and the ever-present 
explosions, are equally remarkable. The music, 
voice and sound effects are great as well. Also, 
Crusader: No Regret’s world is not just a place of 
mindless, wandering bad guys; there are plenty of 
civilians, and they die just as easily as the armed 
guards. 


Ss OVERALL 
$ VALUE 8 
ORIGINALITY 8 
PLAYABILITY §& 


GRAPHICS 9 
MUSIC 8 
SOUND FX 9 


Contents: the Silencer; endless numbers of enemy troops, civil- 
ians and killer mechs; more death, destruction and explosions than 
most Doomers combined—all in superb hi-res graphics. 


Hits: great graphics and sound, fast-paced, visceral action, large 
levels and a high challenge level. 


Misses: lack of good Al in the non-player characters, doesn’t 
scroll, no multiplayer options, only 10 levels and some occasionally 
buggy controls. 


Last Word: a great addition to any action-lover’s library, but 
especially for those who loved the first game. Because they both 
cost around $30 to $35, those who haven't tried Crusader: No 
Remorse may want to start with it. 


As with the first game, 
well-done FMV sequences 
move the plot forward. 
There are only 10 levels, 
and although that might 
seem like a letdown (the 
first had 15), No Regret’s 
difficulty level has been 
turned up a notch, and the 
levels are very large. 
Unfortunately, No Regret is 
still an MS-DOS-only 
game, and it won’t run 
under Windows 95 (the 
“Origin Gateway” that autoboots in Windows only 
lets you read the docs and background information). 

Crusader: No Regret’s addition of civilians is a 
new element in the standard action game. But 
one of the game's biggest 
flaws stems from the use 
of these non-player char- 
acters. The unarmed per- 
sonnel just tend to act 
really stupid. Although 
the Al has been 
improved, the NPCs still 
hardly ever move; they 
never duck for cover, and 
they almost never run 
away. For the forthcom- 
ing Crusader 2, | really 
hope someone imple- 


ments the concept of Health and 
common sense, self preservation and, most energy sta- 
important, morale among both the troops and tions are spo- 
civilians. Because they lack these traits, one guy radically 


can destroy their ranks in droves. 
Using your keyboard, you can easily control the 


placed, easy to 
destroy and 


Silencer’s many actions. New moves are the for- sometimes 
ward roll and an ability to side and back step booby- 
while crouching, both of which are extremely use- trapped. 


The last room 
of mission 2 is 
very tough. 
You'll have to 
destroy the 
power genera- 
tors in the top- 
left corner of 
the room to 
shut down the 
gun turret’s 
force field. 


Take control of 
gun turrets 
and give the 
enemy a little 
of its own 
medicine. 


ful. Sometimes, control is less than precise, and 
you can get annoyingly stuck on obstacles. Also, 
there is no way to change or rotate the camera 
angle (for that, we'll have to wait for Crusader 2 as 
well, which will have a true 3D environment); this 
is problematic when your back is against a wall 
that you can’t see around. 

The arsenal in No Regret is absolutely striking: 
freeze, fry, dissolve, blow up, or riddle your oppo- 
nents with one of 12 weapons. Use spider bombs, 
land mines, pipe exhaust, or even the scenery as 
your weapon. At various points, you can control 
an armed robot and let it take and inflict the dam- 
age without worrying about expending ammo or 


health. There is no money 
in No Regret (and thank- 
fully, no Weasel either), 
because there is no place 
on the moon for a rebel to 
make purchases. 


With its terrific graph- 
ics and sound, humor- 
ous touches, decent 
FMV and intelligent 
and often deviously 
devised levels, fans of 


AME-PLAYING 


w You'll find that the spider bomb could well be one of your best 
friends (along with the quick save). Use it to destroy out-of-range 
obstacles when suppressing fire blocks you in. Be careful in the 
oo though; the bad guys will shoot the bombs when they 
see them. 


mw Use energy weapons when an energy-recharge station is within 
easy reach. You'll do more damage more quickly and conserve 
ammo. 


w Be careful not to get caught up in the blasts from explosions, and 
stay away from radiation leaks unless it’s absolutely necessary 
to go near them. 


w You can’t destroy needed items, but keys, switches and termi- 


nals are sometimes out of view. If you’re perceptive, you can 
usually see a hint of where they are, so just use the S key to 
search cluttered areas. 


w Always stock up on supplies when you get to the rebel base. 


w Can’t find the key? Use a datapick instead. These are use- 
one-time-only electronic lockpicks. Also, to prevent rein- 
forcements in battle-heated zones, place a disrupter on 
nearby incoming telepads. 


w For added fun, type in the old CRUSADER: NO REMORSE 
cheat code, JASSICA16, to visit the bonus level from hell. 


Crusader: No Regret is a treat. For those who 
haven’t played No Remorse, I'd hesitate to 
recommend No Regret over the first, 
because it is a direct sequel. Although 
there’s not much innovation or improve- 
ment over Crusader: No Remorse, No Regret 
offers everything you could want in an 
action game—great presentation, an amaz- 
ing array of weapons, cool environments, 
solid playability, a good 
story and mass destruc- 
tion and explosions. it 
might not be politically 
correct, and the squea- 
mish might find it 
appalling (bodies literally 
explode into bloody 
pulps, and flame- 
engulfed victims run 
screaming until they fall 
dead), but many gamers 
will find Crusader: No 
Regret enjoyable. 


Players can 


destroy just about 


anything in the 
environment. 


kullcracker is one of those games that made 


me sit down and offer up a prayer to the god 


of entertainment software (who looks eerily 
similar to Mel Torme). During this sacred time, | 


gave the proper thanks for games that I’ve enjoyed, 


and then | asked the unanswerable question: “If 


Although a lot of elements here 
vie for the “worst feature” 


award, the hands-down winner 
is SKULLCRACKER's unbeliev- 
ably bad gameplay, which is the 


result of several glaring faults. 


good games can 
be produced, 
why do bad ones 
exist?” As always, 
my query was 
answered by a 
prolonged period 
of silence and a 
warning from my 
wife to stop talk- 
ing to myself. 

| may as well 


go ahead and fill you in on the “plot” before we 

go any further. You are an undead exterminator 

called Skullcracker if you choose to play as the 
male character, or 


Believe it or 
not, Skull- 
cracker’s move- 
ments are even 
stiffer than his 
looks. 


If you put some 


Bonebreaker Jones if you 
choose the female. Which 
makes me ask, “Why isn’t 
the game called Skullcracker 
and Bonebreaker Jones?” As 
your job title might lead 
you to suspect, your char- 
acter is in charge of ridding 
the streets of undead 
scum. You also have to 
contend with giant cock- 
roaches, vampires and 
werewolves. Your 
ultimate goal? To prevent the spread of 
an evil substance known as “goop,” 
which makes zombies act rude and 
makes normal creatures act crazy. | 
would go into a plot critique, but | 
think the summary speaks for itself. 
Although 
hardcore comput- 
er players may not 
pick up on it, console 
gamers will definitely notice 
that Skullcracker is a rehash 
of a very, very old arcade- 
game style: the side- 
scrolling fighter. Games 
such as Street Fighter and 
Double Dragon were, in 
their first incarnations many 
years ago, side-scrolling 
fighters. Essentially, you control a character as he 


rei hair on moves from left to right in an effort to get to the 
this guy, you end of the level. In your character’s way are a 
have Guile from generic bunch of baddies who must be 

Street Fighter. 


punched/kicked/special-moved to death. In 1986, | 


GAME-PLAYING HINTS 


m@ Experiment with the punch and kick buttons to discover combos. 


@ During my painfully extensive time with this, | found that playing 
as Bonebreaker Jones is much easier than playing as 
Skullcracker. 
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BY GLENN BRODERICK 


was spellbound by games 
like this; today, they make 
me want to swan dive out 
my window. 

Although a lot of ele- 
ments here vie for the 
“worst feature” award, the 
hands-down winner is 
Skullcracker’s unbelievably 
bad gameplay, which is the result of several glaring 
faults. First, and most notably, there are about four 
frames of animation per character; imagine watch- 
ing a jerky “Felix the Cat” cartoon from 1932, and 
you'll get the picture. Second, the controls are 
absolutely intolerable, even with a Gravis (you 
press diagonally up and forward to run instead of 
simply pressing a button or double-tapping for- 
ward). Don’t even think about using the keyboard 
because the number of keys needed to control 
your character is disproportionate to the extreme 
ease of the game. 


Skullcracker is a substandard rip-off of an 
arcade style that was popular at a time 
when | proudly strutted the halls of 

Fairfield Woods Junior High School in 
my Motley Crie T-shirt. This rip-off is 
an amazing feat when you consider 
that the authoring tools used for 
such aging arcade classics are now 
most likely public-domain freeware. 
Unless you have a strange nostalgia for 
arcade games that weren’t that good to 
begin with, leave Skullcracker on the shelf. 


rs | OVERALL 


S$ VALUE 2 
ORIGINALITY 1 
PLAYABILITY 32 


Compact disc 


Developer 
CyberFlix 


Publisher 


GTE 
Entertainment, 
2035 Corte 
DeNogal, #200, 
Carlsbad, CA 
92009 
619.431.8801 


Website 


http://www. 
im.gte.com 


Min. System 
Requirements 


IBM PC 486, 66 
MHz 


Macintosh 68040 
Mac OS 7.1 
2X CD-ROM drive 


SVGA graphics 
card 


8 megabytes 
RAM 


GRAPHICS 3 
MUSIC 4 
SOUND FX 2 


Contents: Harley-riding werewolves, Mortality Enforcement Inc., 
goop, further evidence that a license should be required to make 


games. 


Hits: ummm, it works on both Mac and PC (although both plat- 


forms could have done without it). 


Misses: horrible animations, dated game engine, laughable 


sound effects, unresponsive controls. 


Last word: this is a way subpar rip-off of a game style that was 
perfected before | got my driver's license. Buyer be warned! 


n an era when the term “role-playing game” 
[vrei conjures up images of pointy- 

eared elves, fire-breathing dragons and other 
fixtures of Tolkienesque bathos, Blue Byte 
Software’s Albion is a startling break from the RPG 
norm. Don’t let the overly bizarre, disco-funky 
introductory animation deter you; underneath its 
somewhat unusual exterior, A/bion offers enough 


. ALBION is unarguably one of 
the most refreshingly original role-playing 
games to hit the market in years. 


depth to satisfy even the most terminally jaded 
role-playing gamer. 

Albion takes place in the far future (the 23rd 
century, to be exact), 
and the player assumes 
the guise of Tom 
Driscoll, a shuttle pilot 
aboard the factory ship 
Toronto. As the game 
begins, the Toronto is 
sailing across the yawn- 
ing gulfs of interstellar 
space to reach Albion— 
an enigmatic alien planet. 
This supposedly lifeless 
world is rich enough in valuable minerals to be 
nicknamed “Nugget” by the factory ship owner— 
the giant, galaxy-spanning conglomerate, DDT 
Corporation. As the Toronto nears Albion, Driscoll 
and Rainer Hofstedt—a xenobiologist—investigate 
the planet and discover it to be teeming with life. 
After a suspicious crash strands Driscoll and 
Hofstedt on this strange 
new world, the stage is 
set for a novel tale of dis- 
covery, betrayal and 
intrigue. The player's 
goal is to stop DDT from 
plundering Albion and 
to save the indigenous 
life forms from certain 
destruction. Along the 
way, the player stumbles 
across a number of surprises, including a mysteri- 
ous, ancient, Celtic tribe from Old Earth. 

As mentioned earlier, A/bion is unique. In addi- 
tion to having an unusual story, setting and char- 
acters, it relies on not one principal game engine, 
but several. A first-person perspective (a la Doom) 
is used during dungeon exploration while an iso- 


The world of 
Albion is unique, 
filled with 
intriguing alien 
flora, fauna and 
geography. 


Old Celts never 
die; they just 
travel across the 
depths of space 
and set up shop 
on an alien 
world. 


GAME-PLAYING HINTS 


m@ Don’t leave the Toronto before you've found the gun in the ruins 
of the COM center. You have to talk to Tom’s friend Joe to find out 
how to get past the security guards. 


@ Although you can pick up just about everything in the gameworld, 
use some discretion: if you're loaded down with too many cups, 
towels and kitchen knives, you won't have room for the objects 
you really need. 


BY JEFF JAMES 


we 


ADVENTURE 


Price 
$50 


Media 


Compact disc 


Developer 
metric overhead view—not unlike that of Ultima VI Blue Byte 
and Crusader—is used for travel outdoors and in Software 
large indoor areas. Finally, combat is reminiscent Publisher 
of the chess-like confrontations in Conquest of the Blue Byte 
New World. There’s even more: the game is made Satiware. 23 
richer by a 150,000 word storyline, an exhaustive Sach Hocelle ha 
skill-based character development system, dozens Ste. 201 . 
of spells and weapons and enough plot twists and Schaumburg 
turns to make your head spin like a top. IL 60193 : 

708.539.7950 
Albion is most definitely a game for the ’ 
dedicated role-playing aficionado; less pas- Website 
sionately interested gamers may want to http://www. 


bluebyte.com 
Min. System 


look elsewhere. It also suffers from minor 
glitches and shortcomings (like infrequent 


program lockups and secondary characters Requirements 
spouting recycled dialog), but Albion is def- IBM PC 486 DX, 
initely greater than the sum of its dis- 33MHz 
parate parts. If you’re an ardent RPG ’er, 
you owe it to yourself to own Albion. MS-DOS 5.0 
and/or 
Windows 95 


2X CD-ROM drive 


8 megabytes 
RAM 


3 megabytes 
hard disk 


GRAPHICS 7 
MUSIC 7 
SOUND FX 7 


ORIGINALITY 10 
PLAYABILITY 8 


Contents: the Umajo-Kenta (City of the Metal Makers), blood- 
thirsty Krondir, a dozen Celtic spells and a conglomerate bent on 
planetary domination. 


Hits: incredibly unique storyline and setting, creative use of several 
playing modes and weeks of enthralling gameplay. 


Misses: could have used an extra month of Beta testing. May be too 
unconventional for some, and character dialogue is re-used in spots. 


Last word: although it may be a bit quirky for some gamers, 
Albion is unarguably one of the most refreshingly original role- 
playing games to hit the market in years. If you’re up for something 
novel, Albion won't disappoint. 
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Price 
$39.95 


Media 
Compact disc 


Developer 
Ocean Software 


Publisher 
Ocean Software, 
1870 Little 
Orchard St., San 
Jose, CA 95125 
408.289.1200 


Website 
http://www. 
odon.com/ocean/ 
Min. System 
Requirements 
IBM PC 486DxX, 
33MHz 
MS-DOS 5.0 
2X CD-ROM drive 
8 megabytes RAM 
10 megabytes 
hard disk 


BY BERNIE YEE 


sea Legends 


o you miss the feel of salt in your hair or 

the wind at your back? How about a star 

to navigate by? Or hardy seagoing folk to 
send to Davy Jones’s locker? Sea Legends—from, 
yes, Ocean Software—takes you back to the 17th 
century and places you at the helm of an English 
frigate, that tool of imperialist expansion. You get 
a chance to earn your fortune in the New World, 
exploit local populations and expand England’s 
coffers—as well as your own. But most of this 
political subtext will be lost on the ideal audience 
for Sea Legends. Although it is varied enough to 
attract a fairly broad audience, Sea Legends’ tone 
is definitely best suited to older kids. 

Sea Legends is part resource-management 

strategy game, part graphic adventure and part 
Pirates!-like action game. After a somewhat tedious 


cartoon and voice-over introduction, you are intro- 
duced to the young Sir Richard Gray 
(Which the English should spell 
“Grey”) as he is given last-minute 
advice from his father before the 
young Gray sets off for Barbados. Sea 


S$ VALUE 6 Legends then drops you off on the 
bridge of your frigate, the Hefastus, 
ORIGINALITY 6 in port at Barbados. You can talk to 
PLAYABILITY 7 your boatswain and go into town. In 
GRAPHICS 5 — 
If your ship is 
MUSIC 5 
SOUND FX 5 boarded, you'll settle 


Contents: pirates and 
European military in the 


New World. 


Hits: the blend of fleet 
management, ship battles 


and adventures should 


young gamer busy for some 


time. 


Miisses: adults will find Sea 
Legends to be a superficial 


treatment of all three 


res, and its graphics and 


sound are dated. 


Last word: finally, a game 
that smart kids can play if 
they aren’t quite ready for 
Civilization II. \It’s too bad Sea 


Legends achieves this 
because it’s a misfired 
originally aimed at an 
audience. 
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things mano a mano 
with swords. 


classic graphic-adventure style, you 
can click on the governor’s mansion, 
the tavern, the merchant's shop or 
other buildings and go in, talk and 
interact with the swarthy residents. 
There is a storyline: the English 
colonies in the area are surrounded 
by the Dutch and Spanish, who are 
both enemies and nominally allied 
with the French. Of course, plenty of 
pirates are to be found in these 
waters, too. You must report to the 
English governor and find your uncle, 
a mysterious Sir David Gray. But the 
graphic adventure is just the begin- 
ning; as you make money, you can 
buy more weapons and hire more 
crew, and this is crucial for ship-to- 
ship combat. And if your ship is 
boarded, you'll settle things mano a 


keep a 


gen- 


game 
older 


Avast, me 
hearties! Sea 
Legends lets 
you take 
arms against 
men of low 
character. 


mano with swords. The 
combination of combat 
and adventure makes 
Sea Legends an ambi- 
tious game; keeping 
your men fed and your 
reflexes sharp will tax 
both the combat and 
adventure sides of 

your gaming brain. It 


doesn’t have the depth of most strategy games or 
the difficulty of some action games, but it is a nice, 
straightforward mix of all these elements. 


Landfall in 
Barbados. 
Should you 
visit the 


governor, or 
swill ale 
with the 
lads in the 
tavern? 


Sea Legends is full of humorous touches. For 
example, when you go to the church, you 
are given the opportunity to confess your 
sins—for a price—and save your game. That 
they make you pay for saved games can be 
a bit annoying, but it definitely adds a 
sense of urgency. The game is well-behaved, 
too; its comfortable minimum system 
requirements (MS-DOS and 486DX/33MHz) 
allow it to run nicely under Windows 95. 


GAME-PLAYING HINTS 


w Your first encounter is with a Dutch hooker ship; sail to within 
one cable of the target and fire (wait until the guns-armed signal 
is given). You could sink it, but boarding it will allow you to cap- 


mw if you want to escape a battle, raise your sails and sail with the 
wind. 


= After you're saved by Robert Baal, visit Santo Domingo and give 
Pablo a lift onboard your ship. He'll help you later. 


ow comes the part of the magazine where | 
N=: with you, dear reader, just how cul- 

turally (and morally, | might add) bankrupt | 
am: I’ve never been to Europe. When | found out 
that David Hasselhoff was “big in Germany,” my 


perception of the whole continent seemed to shift; 
my desire to go there went right out the window. 


By the time you've reached the game's 
second CD and are in the fifth European 


locale researching clues about the 
Knights of the Templar, you realize just 
how much meat the plot has. 


Consequently, any game that has a European set- 
ting or European motifs seems strangely alien to me 
(then again, | feel that way about games set in 
California, too). So, with that underlying sense of 
unfamiliarity, | cranked up the 
English-made Circle of Blood. 

| have to say that after | had 
sat through the opening 
sequence, | was more than a lit- 
tle skeptical; the story, while 
certainly intriguing, didn’t really 
promise an expansive game. 
You play as George Stobbart, 
an American visiting France, as 
he tries to find a clown responsible for blowing up a 
café and, in the process, killing someone inside. 
According to my first impressions, solving COB 
would be as simple as catching the guy dressed like 
a clown. Boy, was | wrong. Like a good book, COB 
gives you bits and pieces at a time. Whenever you 
pick up a clue or solve a puzzle, 
you’re convinced that it has put 
you within striking distance of 
the clown; it isn’t until you 
reach the next clue that your 
theories about his identity and 
whereabouts change. By the 
time you've reached the game’s 
second CD and are in the fifth 
European locale researching 
clues about the Knights of the 
Templar, you realize just how much meat the plot 
has. COB’s storyline and plot development—an 
adventure game’s most important elements—are 
well-done. 

In addition to having a really cool and engrossing 
story, COB breaks from the adventure-games pack 
by using hand-drawn animation for its characters 
and backgrounds. Although this style of animation is 
common in AD&D-style FRPGs, in COB, it’s of a qual- 


GAME-PLAYING HINTS 


w@ Act |: Lady Pieremont might be helpful in getting the key to 
Kahn’s room. 


Moue (the guy on 
the right) is Circle 
of Blood's resi- 
dent Peter Sellers 
impersonator. 


@ Act |: give the road worker the newspaper so that he'll leave; 
then you can grab the tool to lift a manhole cover. 


@ All acts: people are fools for a badge. Show any sort of identifi- 
Cation to prove that you should be trusted. 


GLENN BRODERICK 


Win95 
Media 
Two compact 
ity that | have never before seen. | know it has been discs 
said a million times before about less deserving Developer 
games, but | can honestly say that COB looks and Revolution 
feels like an ultra-high-quality cartoon. Publisher 


The nitty-gritty of the game’s play mechanics, 
unfortunately, isn’t as impressive as its look and 
story. Playing through COB will unquestionably 
remind you of a million other adventure games for 
one enormous reason: point-and-click. Your cursor 


Virgin Interactive 
Entertainment, 
18061 Fitch Ave., 
Irvine, CA 92714 


a 800.974.4607 
turns into a pointing hand when you can move ‘ 
somewhere, a set of gears when you can use some- Website 
thing and a mouth when you can talk to someone. http://www. 

A drop-down menu displays your inventory, and a vie.com 
pop-up menu uses icons to show you possible top- Min. System 
ics of conversation when you talk to someone. This Requirements 
interface, though familiar and easy to use, is old; to IBM PC 486 
stand out in this crowded genre, a game must be 66MHz ‘ 
innovative. 

Power Macintosh 
Although COB is certainly a solid adventure Windows 95 
game that sports ultra-nifty graphics, an 2X CD-ROM drive 


engrossing story and good music, its game- 
play style is same-old, same-old. Two years 
ago, this title might have pulled a 10; now, 
however, it competes against adven- 

ture and RPG titles that 
attempt to provide real inno- 
vation on a tired gameplay 
model. if you’re a fan of tradi- 
tional adventure games, you'll 
like COB’s competent execution. 
Seekers of ground-breaking 
game engines, however, will 
probably want to pass this up. 


yf OVERALL 


S$ VALUE 9 
ORIGINALITY 6 
PLAYABILITY 8 


8 megabytes 
RAM 


GRAPHICS 9 
MUSIC & 
SOUND FX 8 


Contents: French places and people, psychotic clowns, crois- 
sants, pompous reporters, psycho detective (literally). 


Hits: music and sound FX, 40-plus hours of gameplay, fascinating 
story, animation. 


!\Viisses: dated gameplay engine and interface, a few Eurocentric 
gags that might go over the typical Yank head, rude French people. 


Last wore: COB looks awesome but shows itself to be just anoth- 
er game in the end. If you love this style of game or are new to the 
adventure genre, it’s still worth a play. 
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BY CHUCK MILLER 


The Elder Scrolls: 


TT: Elder Scrolls: Daggerfall is undoubtedly 


one of the most highly anticipated epic 
role-playing games in the history of the 


Price genre. More than two years in development, it 
$79.95 has been previewed by every major computer 
Media games publication and always in glowing phrase- 
C , ology. Now that the vapors have at last risen from 
ompact disc plete 
the world of Tamriel, the question is, “Was 
Developer Daggerfall worth the wait?” The answer to that is 
Bethesda a resounding ... maybe. 
Softworks 
Publisher Chapter two in Bethesda’s THE 
Bethesda 


ELDER SCROLLS series, DAG- 
GERFALL charges you with a 


Softworks, 1370 
Piccard Dr., 


Rockville, MD 
20850 special mission for the emperor: 
power to discover why King Lysandus's 
ebsite 
http://www. ghost is haunting Daggerfall 


bethsoft.com 
Min. System 


and to exorcise his spirit. 


Requirements — 
Technologically, Daggerfall is slightly disap- 
IBM PC 486, pointing. It is clad in aging VGA graphics and 
66MHz sports a poor 3D mapping system. But as with 
2X CD-ROM drive Arena—its award-winning predecessor— 
8 megabytes Daggerfall's strengths are gameplay and 
RAM storyline. It offers a vast, free-scrolling 3D 
world to explore, a deep, convoluted 
40 megabytes plot and tons of addictive play. Trying 
hard disk to find another RPG with this depth 
MS-DOS 5.0 or and breadth is simply a vain under- 
Windows 95 taking. 
VGA graphics Avid role-playing aficionados 
card who prefer nonlinear play will 


absolutely love the freedom 
Daggerfall offers (the quest-at- 

large takes at least 140 to 180 

hours to complete). But novices to 
the RPG fold and gamers who like a 
more linear approach will undoubt- 
edly be discouraged by its open- 
ended design and overwhelmed by its 
immensity. Although several intense 
weeks of play can lead to a “speedy” conclu- 
sion, it would take several months of exploration 


$ VALUE 8 GRAPHICS 6 
ORIGINALITY 6 MUSIC °® 
PLAYABILITY & SOUND FX 7 


Contents: swords, sorcery, monsters, combat, dungeons and 
vast territories. 


Hits: extensive gameplay, active world, strong fantasy milieu, 
addictive play, and it’s an RPG. 


\Vlisses: some dated technology, low-resolution graphics, poor 3D 
mapping system, unstructured design and lack of final textual polish. 


Last word: because of its extensive play and nonlinear design, 
only the hard-core ranks of the role-playing élite will ever see 
Daggerfall to its completion. 
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to exhaust a significant portion of Daggerfall’s Combat is a 

world. In its more than 30,000 square miles of delight, regardless 

digital turf, play can continue almost indefinitely. of the weapon 
Chapter two in Bethesda’s The Elder Scrolls wielded or 

series, Daggerfall charges spell cast. 


you with a special mis- 
sion for the emperor: to 
discover why King 
Lysandus’s ghost is 
haunting Daggerfall and 
to exorcise his spirit. This 
entails the completion of 
more than 20 sub- 
quests. Depending on 
your actions, one of six 
endings awaits at 
the game’s dis- 
tant conclu- 
sion. Besides the sine qua non mis- 
sions, you can embark on hundreds 
of additional quests while you 
explore Daggerfall and question its 
many inhabitants. 

Graphically, Daggerfall does show 
improvements over Arena, though 
they are minor and akin to the pol- 
ishing of old armor. Although the 
new Bethesda X"gine™ technology 

used here can handle improved SVGA 
imagery, Daggerfall still has older, more 
pixelated VGA threads. According to 
Bethesda, recreating its extensive graphics 
in SVGA would have caused another year’s 
delay—an impractical option. 

From the start of play, it’s apparent that most 
improvements in this 
sequel are beneath the 
surface. Thanks to its 
3D, texture-mapped 
engine, Daggerfall allows 
you to freely explore a 
topographical landscape, 
interact with others 
through dialogue and 
action, visit a variety of 
environments, experi- 
ence seasonal and 
atmospheric changes, 
travel under water (glub, glub), acquire a variety 
of goods and create powerful and unique spells 
(89 major effects), potions (70 main ingredients) 
and magical items. You can join guilds, buy houses 
and even become a lycanthrope (werewolf) or 
vampire if you’re not careful. Numerous books 


Daggerfall offers an abundance of 
characters with which to converse 
during your travels. 
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explain much of Tamriel’s background and offer 

tips for acquiring special combat and magic skills. 
As in Arena, combat is real-time. Although | ini- 

tially found it difficult to survive : 

encounters, once | had tee 

acquired a decent level of skill, 

combat became all too easy 

and infrequent. | was never set 

upon by more than three or 

four assailants at any one time, 

and they were usually rather 

inept fighters. Like most RPGs, 


Daggerfall begins with charac- controlled, a hindrance for those like me who 
ter creation and offers you the opportunity to have wrist ailments. Provision for keyboard sup- 
choose from one of eight races, 18 character * port of the most rudimentary combat actions 


classes and a gamut of specialized skills. 
Among its curses, 
Daggerfall suffers 
from sloppy 
textual editing. 
Occasionally, you 
see sentences like 
“Well, it’s just 
keep going 
west.” The game 
also has glitches 


would have been a welcome relief. Worst 
of all is Daggerfall's atrocious 3D 
automapping—a system resembling 
an Escheresque illusion more than a 
cartographer’s tool. Whether the 
gameworld is viewed from a top- 
down or oblique perspective, 
navigation within dungeons 
becomes an exercise in spatial 
relations. Incorporating annotation 
a la Ultima Underworld would have 


With the click of of a more serious helped, but not enough to save the 
a mouse, you can nature. During one quest, the gameworld from its own complexity. 
travel vast dis- inhabitants of The King’s Griffin Inn Daggerfall is an immense, absorb- 
tances from the were convinced they were actually ing and addictive game that offers 
location map, somewhere northwest of their present greater play value than any RPG 
your one-stop location, where another inn was located. released in the past two years. 

shop for finding This made it impossible to find the individual Although role-playing purists will enjoy 
dungeons, | was to meet at that establishment. Also, its epic scope, many gamers will be 
towns, homes although Daggerfall’s controls are highly overwhelmed by its vastness, will struggle with its 
and temples. configurable, combat is primarily mouse- nonlinear design and will be disappointed by its 


visual weaknesses. For the latter, | would recom- 
mend Blue Byte’s Albion. As for Daggerfall, only 
the most avid role-players need apply. 


vt 


To complete the game more easily, select either Battlemage or 
Spelisword as your major character class. But if you want the 
greatest challenge, choose the life of a thief. 


Attacking enemies from behind will give you extra points for suc- 


cessful backstabbing. 


Uniess you're left handed (or have a separate numeric keypad), 
it’s a good idea to remap the keyboard early on for easiest navi- 
gation through the gameworld. 


To get the greatest value out of DAGGERFALL, pick up Bethesda’s 
“The Daggerfall Chronicles” hint book. It’s well worth the 
investment. 
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BY GLENN BRODERICK 


A-10 Cuba! 


SIMULATION 


Price 
$35 


Media 
Compact disc 


Developer 
ParSoft 
Interactive 


Publisher 
ParSoft 
Interactive, 101 
W. Renner Rd., 
Ste. 430, 
Richardson, TX 
75082 
214.479.1340 
Website 
http://www. 
parsoft.com 
Min. System 
Requirements 
Macintosh 68040 
Mac OS 7.0 
5 megabytes 
RAM 


12 megabytes 
hard disk 


missions for 


S$ VALUE 7 
ORIGINALITY 6 
PLAYABILITY 7 

GRAPHICS 6 
MUSIC 5 
SOUND FX 5 


Contents: Warthogs, 
rebellious Cubans, Guan- 
tanamo Bay, Sidewinders, 
Durandals and a rootin’- 
tootin’ good time. 


Hits: multiplayer mode, 
smooth-scrolling environs, 
realistic flight model, mod- 
erately challenging mis- 
sions, chance to avenge the 
Bay of Pigs fiasco. 


Misses: too similar to its 
predecessor, lack of detail, 
touchy controls. 


Last word: the same 
thing that can be said about 
most flight-sim sequels can 
be said here: if you liked the 
first, you'll like this one. 
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ParSoft’s previous 
flight sim, A-70 
Attack! Although 
the missions in A-170 
Cuba! can be edited 
with A-70 Attack!’s 
mission editor, the 


efore | get into this review, let me just ask 

a question: what would the reaction in 

this country be if game programmers in 
Cuba made a game called A-70 USA! and the 
objective was to fly military missions over our fair 
country? Sorry, didn’t mean to get philosophical, 


By the end of the 12 missions, 
you will have saved the 
people of Cuba from a fate worse 


than a dictatorship... 
ummm, I mean monarchy! 
but it’s an interesting angle on the game. To con- 


tinue, let me point out that A-70 Cuba! isn’t a 
bunch of add-on 


game is a stand-alone product. The 
big question now is, “Does it have 

enough unique features to warrant 
a stand-alone product or should it 

have been an add-on for the origi- 

nal?” Read on! 

A-10 Cuba! places you snugly in 
the shoes of a fighter pilot sent to 
wrest control of Cuba from a band 
of ruthless “rebels” (pronounced 
Fidel Castro). At first, you’re on the 
defensive; you must protect the 
aging Naval base at Guantanamo 
Bay from the onslaught of these 
rebels. As the missions progress, 
you'll go on the offensive and take 
out as many of the enemy’s natural 
resources as possible (of course, tak- 
ing down a few planes won’t hurt, 
either). By the end of the 12 mis- 
sions, you will have saved the peo- 
ple of Cuba from a fate worse than a 
dictatorship... ummm, | mean 
monarchy! 

Your means of performing heroic 
deeds is the (you guessed it!) A-10 
Warthog, a sluggish little plane 
that, although it can’t quite keep 
up with the F-15, can kick some 
serious booty. Fans of the first 
game will recognize and enjoy the 
huge load out with which you can 


A-10 Cuba! is 
filled with 

the usual array 
of (sometimes) 
complex 
controls. 


equip your plane. You can stock your A-10 to the 
brim with virtually every “fun” weapon you’ve 
ever associated with aircraft, e.g., sidewinders. 

Once | had loaded up with as much as my 
plane could carry, | was out of the 
hangar and into the air. 

Being the shallow person that | 
am, | was at once struck by this 
game’s lack of serious graphic 
improvement over its predecessor; 
your environment is entirely made 
of huge, barely shaded polygons. 

True, this absence of detail allows 
the game to move along at a good 
clip, but a little terrain detail would have 
been nice. In addition, the game suffers from 
something that’s very common to console 
gamers: it’s called “pop-up.” You’re flying 
along in what you think are clear skies and 
then, out of nowhere, an enemy suddenly 
appears close to the horizon. This might be 
nitpicking, but it 
really does have 
an impact on 
gameplay. 


Although A-70 
Cuba! won't win 
any awards for 
excelling in a 
given area, it’s 
a decent all- 
around game. 
The physics of 
your plane (especially from the chase cam) 
look spectacular, and the missions are chal- 
lenging; just don’t expect too much in 
terms of graphics. | do think, however, that 
this should be an add-on; there isn’t 
enough original material here to warrant a 
stand-alone game. But if you like the first, 
you'll most likely dig this one. 


GAME-PLAYING HINTS 


= Don’t accelerate too quickly off the runway; you could easily find 


During takeoff, 
the physics 

on your plane 
are especially 
realistic. 


yourself in a ditch or in the water. 


@ Although it may not seem like it, bringing down a bogey is some- 
times easier from the chase cam. 


With Fighter Duel’s™ new 9-player network capability, you can 
now have all the enemies you need. And with its improved flight models, 
more aircraft and force-feedback joystick support, it’s no wonder 


Computer Gaming World considers it one of the best simulation games of the year. 


| GR For PC CD-ROM. For information, call 1-800-883-3767. 
"&8 =Present owners can upgrade for free at our Web site, 


A ct SN 
Bsa S http://www. philipsmedia.com/games = DH : LI p S 
© 1996 Philips Media, a division of Philips Electronics North America Corporation y 


CIRCLE #125 ON READER SERVICE CARD 


. 2s 


Price 
$59.95 


Media 
Compact disc 


Developer 
Synergistic/Canyon 
Productions 
Publisher 
Electronic Arts, 
1450 Fashion 
Island Blvd., 
San Mateo, CA 
94404-2064 
415.571.7171 


Website 


http://www.ea. 
com/easports.html 


Min. System 
Requirements 


IBM PC 486DX2, 
66MHz 


8 megabytes RAM 


26 megabytes 
hard disk 


2X CD-ROM drive 


SPORTS 


BY TOM HURLEY 


Triple Play ’9 


s a fanatical follower of sports, | have 
A searched for the “perfect” PC game for 

each sport. Unfortunately, this arduous task 
has led me to some games that are “dogs.” 
Developers continue to churn out sports titles, | con- 
tinue to play them, and my search continues. 
There’s such a glut of sports games that developers 
focus on the “little things” to differentiate their 
product from the others. These little things include 
improved and more detailed graphics, increased 
play options and enhanced sound effects. With 
baseball, the inclusion of details is nearly mandatory. 
After all, in how many different ways can “America’s 
pastime” be represented in a game? 


Here, everything 
is a bang-bang play, and you're 
unlikely to lose interest. 


With its latest release, Triple Play ‘97, genre leader 
EA Sports hopes to take PC baseball to a new level 
and bills the game as “The Ultimate Judge of 
Baseball Competition.” Let me state right off the bat 
(weak pun intended) that 7P ’97 is not the answer to 
my perfect-game (another hideous baseball refer- 
ence) search. Although it is not a dog, the game 
does come up short. 

TP ‘97 contains such features as Virtual Stadium™ 
technology (a staple of most EA Sports titles), player 
collisions and three batting and three fielding views. 
You'll also find 1996 Opening Day rosters and sched- 
ules and player statistics from STATS Inc. TP ‘97 fea- 
tures multiplayer and modem play, so up to six play- 
ers can compete for the World Series title in pro, 
rookie and managerial play modes. 

The 3D-rendered stadiums are fantastic to look at, 
although they lack the minute details, e.g., the Shea 
Stadium apple and the Comiskey Park exploding 
scoreboard, found in titles such as Baseball Pro ‘96. 

™ The pre-game stadium zoom-in is 

breathtaking, but during gameplay, 
the graphics suffer from what many 
other sports games suffer: between 
pitches, the players are gorgeously 
rendered, but during the action, they 
become fuzzy blobs and “jump” 
rather than flow toward the ball. 

The sound effects are good, but 
the play-by-play announcer 


becomes intrusive and repetitive 
rather quickly. Much of the play-by- 
play is limited to “That’s right to the 
pitcher,” regardless of where the ball 
goes. After two of my outfielders col- 
lided (which happened often during 
the first few games) he floored me 
with the brilliant, “Now that’s gotta 
hurt.” Also, some of the players’ 
names are mispronounced—another 
missing “little thing” that affects realism. The crack 
of the bat is the most realistic I’ve heard—short of 
being at the ballyard—and the wonderful sound of 
the horsehide hitting leather is excellently rendered. 

Easily the best aspect of TP ’97 is the gameplay. 
Who said baseball is boring? Here, everything is a 
bang-bang play, and you’re unlikely to lose interest. 
Unlike some other PC baseball titles, 
the control functions are simple and 
don’t require 15 fingers to make a 
pitch, hit or turn a double play. 

The problem with TP ‘97 is that 
there just isn’t enough. Although it 
features hot and cold streaks and 
injuries to simulate the grind of the 
162-game season, it doesn’t have the 
weather/rainout option of the feature- 
packed Baseball Pro ‘96, the massive 
stats and all-time team options of Tony 
La Russa Baseball 3, or the realistic batting stances 
and player nuances of Frank Thomas Big Hurt 
Baseball. 


TP ‘97 has a lot to offer first-time PC baseball 
game buyers, but for diehards, it doesn’t 
quite measure up. It has decent stats, graph- 
ics and gameplay, but it lacks some of the 
features of its competitors. If one game had 
all the features of TP ‘97, FT Big Hurt, TLB3 


Hey infielders, 
don’t just stand 
there; he got all of 
that one! 


How about spend- 
ing a nice after- 
noon at Wrigley 
Field? Cubs win! 


Cubs win! 


Looks like that one 
will go through for 
a base knock! 


$ VALUE 7 
ORIGINALITY 7 
PLAYABILITY 38 


GRAPHICS 7 
MUSIC 7 
SOUND FX 7 


Contents: 1996 Opening Day rosters and schedules, all 28 Major 
League ballparks, injuries, collisions, six-player modem play. 


Hits: easy gameplay, “bang-bang” action, realistic sound effects, 
stadium zoom-ins. 


MViisses: intrusive and moronic announcer, less-than-detailed sta- 
diums, “blobby” graphics during the action. 


Last word: a solid, playable title, but it lacks the tools to be an 
MVP candidate. 
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and BP ‘96, my search for the perfect one 
would be over. It’s good, but not quite a 
grand slam. 


GAME-PLAYING HINTS 


@ In your first few games, use assisted fielding to get your feet wet. 
Manual fielding is difficult, and unless you want to watch your 


opponent circle the bases, let the computer do the fielding for you. 


w Replace your pitcher as soon as his fatigue bar turns yellow. His 
pitches will lose a lot of velocity and movement, and your opponent 
will have a field day knocking them to all parts of the stadium. 


FPS: Baseball 


ack for another season, Sierra’s Front Page 
= Sports: Baseball Pro ‘96 is more than a simple 

statistical upgrade; since the ‘94 version, the 
Dynamix team has completely revamped the game. 
It is now fully Windows 95-compliant and takes 
advantage of the operating system’s major game- 
related improvements over Windows 3.1. 


Depending on your video drivers, screen reso- 
lution and the camera angle you select, the 
animation in the 3D-fielding mode can be 
pretty slow, but the motion-captured move- 
ments are still very fluid and lifelike. 


This is one of the few PC games I’ve seen that 
can be installed almost as easily as a console game: 
drop the CD into your computer, and the Windows 
95 autoplay feature takes over and guides you 
through the process quickly and painlessly. It even 
tests your hardware to make sure you can run the 
game, and it lets you know in which areas your sys- 
tem may be deficient. 

Those are facts you should know, 
because Baseball Pro ‘96 needs a 
sledgehammer of a PC to run effi- 
ciently. Forget those minimum num- 
bers over in the sidebar; if you want 
to enjoy this game the way the 
designers intended, you need a fast 
Pentium (90MHz or better), 16 
megabytes RAM and a PCI SVGA 
card. If you have yet to upgrade to 
Windows 95, here’s the excuse you 
were waiting for (trust me, when the 
first performance tip in the online manual is 
“Upgrade to Windows 95,” they’re not kidding!). 

The action is presented in two perspectives: a 2D 
pitcher-batter view and a 3D running-fielding view. 
While the pitcher and batter face off, the camera 
angle is fixed, but once the ball is 
hit, the camera can be positioned 
anywhere in the stadium. The 3D 
perspective supports several camera 
modes, from static TV cameras to 
free-floating cameras to tracking 
cameras, which allow you to select 
the object (ball, runner, etc.) the 
camera is to follow. The 256-color 
graphics are beautifully drawn, and 
the rendered ballparks are extremely authentic. 
Depending on your video drivers, screen resolution 
and the camera angle you select, the animation in 
the 3D-fielding mode can be pretty slow, but the 


GAME-PLAYING HINTS 


mw Choose a camera angle that suits the control settings you selected. 
For example, the ball-tracking camera is visually cool if the com- 


The user-defin- 
able camera 
angles put you 
right in the mid- 
die of the action. 


All 28 Major 
League parks are 
fully rendered 
and precise. 


puter is doing the fielding, but it’s not very helpful to the player 
trying to catch a fly ball manually. 


m There’s a reason baseball fanatics track all those stats; bone up 
on the team you're going to play, and put that knowledge to use! 


> 


SPORTS 


Price 
$49 


Media 
Compact disc 
Developer 

Dynamix 
Publisher 

Sierra On-Line, 
P. O. Box 3404, 


Salinas, CA 93912 
800.757.7707 


motion-captured movements are still very fluid and 
lifelike. 


The game includes four different control modes 
(computer, basic, standard, advanced) for manag- 
ing, pitching, fielding, batting and base running. You 
can set different control modes for each type of 


action. For example, you might want to pitch in Website 
advanced mode, in which you select the pitch type, http://www. 
location and speed, and field in basic mode, in glarra.com 
which the computer tracks down and catches the 

ball and you decide to run with it or throw it. The Min. System 
pitching and batting controls employ what | call the Requirements 
“Hardball interface” (so called because it was first IBM PC 486Dx, 
seen in the venerable Commodore 64 classic), which 66MHz 

is easy to use regardless of whether your input device SVGA graphics 
is a gamepad, the keyboard, or a mouse. eacd 


2X CD-ROM drive 


26 megabytes 
hard disk 


Windows 3.1 with 
12 megabytes 


The detrimental effect of that lack of control 
is reflected in both the playability and overall 
scores for Baseball Pro ‘96. It's a shame, 
because the game has so many impressive 
features: excellent audio, with 3D stereo 
sound placement of the sound effects and 


RAM 
crowd noises; incredibly detailed statistics Wiiidows kd with 
from STATS Inc. that are tracked as you play 8 megabytes 
or can be updated manually; league creation; RAM 


end-of-season awards such as the Cy Young 
and Rookie of the Year; All-Star team 
selection; and so on. If you don’t mind 
allowing the computer to bat for you 
(to me, this is giving up the best part 
of the game), Baseball Pro ‘96 has a 
lot to offer those with Windows 95. 


OVERALL 
$ VALUE 7 
ORIGINALITY 7 
PLAYABILITY 7 


GRAPHICS 9 
MUSIC 
SOUND FX 9 


Contents: stats (and how!), all 28 Major League ballparks, 
MLBPA-licensed players, more GM and manager options and over 
11,000 frames of motion-captured animation. 


Hits: sharp graphics and precise animation, true Windows 95 
functionality for simple control and customization, awesome 
sound. 


Viisses: poor swing reaction to the action button makes hitting 
impossible, even on a powerful PC; animation is slow with the 3D 
viewpoints. 


Last word: a beautiful and detailed game with a major-league 
control flaw; if you’re not an arcade player, the game’s features 
make it one of the best available. 
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SPORTS 


BY JEFFREY TSCHILTSCH 


K developer Rage Software is well-known 
for some exciting soccer games for various 
platforms, but it has pulled out all the stops 
for Acclaim’s Striker ‘96 and produced one of the 
most playable and versatile soccer sims for the PC. 
Just about everything a soccer fan could possi- 
bly want is here, from an excellent selection of 


Media 


Compact disc 


Developer On the field, the game 
Rage Software features smooth player 
Publisher animations, detailed flag- 
Acclaim 


Entertainment, waving crowds and a variety 


One Acclaim Plaza, 


of stadium backdrops. 
Glen Cove, NY 


11542-2777 

516.759.7800 international teams (but with fictitious rosters) to 
‘ four-player support through either the Gravis GrlP 

ee joystick adapter or IPX Network support. 


Gameplay options include both friendly matches 
and several competition modes, such as league, 

trophy, tournament and Euro ‘96 matches. If you 
have to quit during a match or competition play, 
the game remembers where you were and upon 
restart returns you to that 

point. Striker ‘96 also has a 


acclaimnation.com 


Min. System 
Requirements 


486DX2, 66MHz 
2X CD-ROM drive 
8 megabytes RAM 


7 megabytes hard 
disk 
MS-DOS 5.0 
VGA graphics card 


game selects two teams at 
random for a fast exhibition 
match. This is great when you 
want to sample the various 
teams and their skill levels. 
Striker ‘96 auto-detects 
digital gamepads and defaults 
the game's 
control to them 
accordingly. If 
you have a four-button pad or bet- 


S$ VALUE 9 ahi 
ter, you’re in for a real treat, because 
ORIGINALITY 7 the game takes full advantage of the 
PLAYABILITY 92° extra buttons and gives you such 
GRAPHICS 2° precision moves as aftertouch, lobs, 
heel passes and so on. The onscreen 
MUSIC ¢& player response to controller input is 
SOUND FX 3 immediate and accurate, and it 


allows you to pull off some pretty 
spectacular moves once you've mas- 
tered the controls. 

Like hockey, soccer relies on pin- 
point passing to open up the defense 
for goal-scoring opportunities. The 
aggressive Al of the computer- 
controlled defenders makes the 
passing game that much more 
important. A unique feature is the 
one-touch passing control, which 
allows you to advance the ball with a 
quick series of passes between play- 
ers. It’s similar in execution to a one- 
timer in EA’s NHL Hockey. If you press 
the pass button before the player 
receives the ball, he will pass the ball 
to the next player on his first touch 
(hence, the term “one-touch pass- 
ing”). If you repeatedly press the 
pass button in this manner, you can 
quickly move the ball around the 


Contents: international 
teams; indoor and outdoor 
stadiums, rules and game- 
play; cheering, chanting, 
singing fans; four-player 
network support; eight 
camera angles. 


Hits: fantastic graphics and 
animation, Gravis GrIP joy- 
stick support, network play, 
quick and easy installation. 


Misses: the commentary 
gets repetitive quickly. 
Last word: an excellent 
game with a terrific blend 
of graphics and action that 
will keep fans clutching 
their gamepads for some 
time to come. 
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GERMONY SE 4 


quick-play option in which the -tgaitess esc 


— 


pitch and even- 
tually create an 
opening in the 
defense for a 
high-percentage 
shot. 

The game’s graphics are superb, both in presen- 
tation and gameplay. The setup menus offer 
straightforward selections with clean layouts and 
nice background artwork. On the field, the game 
features smooth player animations, detailed flag- 
waving crowds and a variety of stadium back- 
drops. If your PC meets the game’s minimum 
requirements, you'll want to run in the standard 
graphics mode, but if you have a Pentium proces- 
sor, 16 megabytes of RAM, a fast VESA 2.0-com- 
patible video card and a monitor with high refresh 
rates, Striker ‘96 can put all that hardware to 
excellent use with sparkling hi-res graphics that 
rival the capabilities of 32-bit gaming consoles. 

Striker ‘96 is loaded with options. Besides 
standard outdoor stadium contests, it includes a 
fast-paced indoor soccer mode for a completely 
different style of play. For friendly outdoor exhibi- 
tion matches, you can select the weather and 
wind and choose 
whether penalties 
and offsides will be 


Striker ‘96 is 
loaded with 
plenty of 
player options. 


ag 


DENMARK 
oe “te 


enforced. During out- 
door matches, you can 
switch among any of 
nine formations and 
employ one of the nine 
strategic coaching options, ranging from defend to 


Indoor soccer 


all-out attack, based on your team’s situation. provides 
another set of 
There are several very good soccer games challenges. 


available for the PC. Although the audio 
commentary in Striker ‘96 is lacking when 
compared with my previous favorite, 
Interplay’s VR Soccer, its superb controller 
support, detailed animation and highly 
playable camera angles score a hat trick 
that—in my book—make it number one in 
its division. 


GAME-PLAYING HINTS 


lm Use the heel pass to fake out defenders and set up your open 
players. 


m@ Shoot when you're close to the goal and aim for its corners with 
the controller just as you release the shot button. 


m@ Use the sprint button to shake off defenders or chase down loose 
balls. 


Now you know how close to the game you'll get with Total Contro! Football.™ 
Where you're not only the player, but head coach and general manager as well. 
And where you have more to lose than just the game. 
For more information and a chance to win 


the NFL experience of a lifetime, visit our Web site. 


http://www.philipsmedia.com/games 
For DOS/Windows 95™ CD-ROM. 
For information, call 1-800-883-3767. 


The NFL Shield design is a registered trademark of the National Football League. Dp ae f Li DS 
© 1996 Philips Media, a division of Philips Electronics North America Corporation wr 
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Price 
$54.99 


Media 
Compact disc 
Developer 

Norm Koger Jr. 


Publisher 


Strategic 
Simulations, 675 


Almanor Ave., Ste. 


201, Sunnyvale, 
CA 94086 
408.737.6800 


Website 
http://www. 
ssionline.com 


Min. System 
Requirements 
IBM PC 486DX2, 
66MHz 


8 megabytes RAM 


45 megabytes 
hard disk 


SVGA graphics 
card 


2X CD-ROM drive 
MS-DOS 5.0 


BY BERNARD DY 


ith SSI’s Age of Rifles, Norm Koger Jr. 
returns to the wargame front after a 
hiatus following Wargame Construction 
Set Il: Tanks!. This time around, Koger studies the 
era when the rifle extended the range at which 
soldiers could strike. In my time playing Age of 
Rifles, | found the product clean and competent, 
and | was enter- 
tained, if not over- 
whelmed, by it. 

In the WCS 
approach, because 
no particular battle 
is the focus of the 
entire game, the 
specifics of each 
battle are general- 
ized for portability. 
Whereas a dedi- 
cated single-battle 
game might 
explicitly name 
each leader and 
his second-in- 
command, accu- 
rately model every weapon type and variant and 
replicate the battlefield with fine detail, Age of Rifles 
uses a generic rating of “single-shot rifle” to repre- 
sent a variety of comparable rifles. This works pretty 


mouse buttons. 


The time period, 1846 to 1905, 
includes the American Civil War, 
the Franco-Prussian War and 


British Colonial wars. 


well for WCS purposes, and because it can be used 
to simulate many battles, you can get considerable 
play value from the game. 

Age of Rifles includes scads of scenarios and a 
number of campaigns. The time period, 1846 to 
1905, includes the American Civil War, the Franco- 
Prussian War and British Colonial wars. Although 
most units are land-based, some scenarios feature 
ship-based bombardment. Objectives 
during play are similar to those in 
most wargames (such as Steel 


S VALUE 8 Panthers, for example): you must con- 
trol strategic locations by the battle’s 
ORIGINAL oa end. The rules are quite extensive and 
PLAYABILITY & let users command issues of supply, 
GRAPHICS 7 morale, fatigue, command, terrain, 
stragglers, fog of war and weather 
MUSIC 7 (just to name a few). 
SOUND FX 7 


Contents: muskets, mélées, 
battles and campaigns. 


Hits: details, artificial intelli- 
gence and a solid interface. 


Misses: lack of originality. 


Last word: a competently 
designed and well-executed 
strategy wargame. 


The rules are nicely integrated. For 
example, winning or repelling a 
meélée charge can affect morale; this 
in turn, affects unit capability. Other 
examples include the effect of skir- 
mishes on ammunition use, the 
effect of experience and training on 
unit capability and response. The 
developers have learned from the 
previous entries in the WCS series, 
and this third title is quite refined. 

Playing the canned scenarios is a 
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Age of Rifles features a customizable 
interface. You can toggle the appear- 


ance of units, the level of detail and 
animation and the functions of the 


blast, and the scenario-building module is impres- 
sive, too. Like most wargame builders, this one 
allows you to set up maps, but there’s quite a bit 
of extra detail. You can build campaigns as well as 
scenarios and specify Al settings as well as unit 
appearance. You can’t actually custom-paint uni- 
forms and colors, but there’s a sizable database of 
jersey, pants and hat/helmet types. 

There isn’t enough room here to discuss 
all the rules, but the 80-page manual does a 
decent job. | think it could have a little more 
background for less experienced wargamers, 
however. Also, | would have appreciated see- 
ing the historical information given on the 
CD also printed in the manual, because it 
was less pleasant to read online. The graph- 
ics are very nice, and the music and sound 
complement the experience. The Al is not 
bad, but it gave me trouble in a few 
scenarios. | often secured location objectives, 
but only at a great 
cost. | noticed an 
occasional odd situa- 
tion—such as one of 
the Zulu scenarios— 
where the historical data 
supplied didn’t quite match 
the game’s interpretation. 


Age of Rifles is a solid 
strategy wargame 
with strong play 
value. Although 
some grognards 
might prefer 
another system's 
communication 
breakdown rules - 
or morale effects, I 
found Age of Rifles’ 
system smooth and 
well-implemented. 


yeti 


You can play a 
scenario or 
create your 
own. Define the 
battlefield, 
scale, troops’ 
appearance and 
objectives. 


The era covered 
by the third 
game in the 
Wargame 
Construction Set 
series still leaves 
a little room for 
nostalgia. Mélée 
charges are 
common. 


GAME-PLAYING HINTS 


m@ If you haven’t learned it from playing other wargames, you'll 
learn it here: infantry life without artillery support really stinks. 
The artillery of the era represented doesn’t benefit from satellite 
imaging and radio communications. Your cannons must have a 
target in sight. As you maneuver your troops, keep this in mind so 
they’ll be able to attack from a facing that keeps the target in 
Sight from the cannons, or put the cannons on higher ground. 


m= Because of the line-of-sight rules, it is difficult to target wooded 


hexes with your artillery. In some situations, you can use this to 
your advantage while moving troops. 


w If you run out of ammunition, you're left with mélée combat as 
the only option. Sometimes, if the odds are good and the situa- 
tion warrants it (opposing troops are sparse, and you think you'll 
need the ammo later), you can order a charge. This can be very 
demanding on the troops, but it will save bullets, and a win will 


improve morale. 


= Formations make a big difference. Keep track of your movement 
points and save some to make any necessary formation changes. 


T's: best defense is a strong offense. In 
Ocean's new WW Il game, Offensive, you'll 
have to fight your way through 20 difficult 
European scenarios. You can side with either the 


Allies or the Axis powers, but either way, you’re in 
for some serious ground-pounding. 


The last thing you'll want is to have 


your units freeze up in terror during a final, 
vital battle and cost you the mission. 


Combat ensues as 
Allied troops 
clash with Axis 
soldiers for con- 
trol of a bridge. 


Offensive is 
reminiscent of a 
game you may 
have seen on 
the Amiga. 


Unlike most WW II strategy wargames, 
Offensive not only attempts to remain 
faithful to historical scenarios, but it also 
plays in real time. Because of this, the 
interface is, naturally, far less complex 
than those of most history-based 
wargames, and its gameplay is more 
similar to that of Virgin’s Z than 
TalonSoft’s Battleground: Ardennes. 

As in Z, during missions, you don’t 
construct any buildings. You simply move, attack, 
retreat, hold territory and take over vehicles and 
guns. Although the pace isn’t quite as frantic as in Z, 
you still have to maintain the offensive because of 
the real-time play. 

Offensive’s graphics are a far cry from 
Z's or WarCraft II's detailed SVGA graph- 
ics or even from those of modern turn- 
based wargames, nor are they anywhere 
near as good as the original Command & 
Conquer's VGA graphics. Although 
gameplay certainly takes precedence 
over graphics, Offensive’s drab and pixe- 
lated art does nothing to entice players. 

Unlike the most recent wargames, 
Offensive has an isometric view of the battlefield. 
There are three zoom settings to get close-up to the 
action or pull back for a more encompassing per- 
spective. 

The isometric view has both advantages and dis- 
advantages. For example, to group units together, 
you need to drag a highlighted block over the 
desired troops. This makes grouping imprecise and 
time-consuming and can result in disaster when you 
need precise control during a skirmish. 

On the positive side, it’s easier to jump between 


GAME-PLAYING HINTS 


@ Keep an eye on your units’ morale, damage and armor. If a unit is 
particularly low in morale, don’t thrust it into battle, or you'll lose 


it entirely. 


@ During multiple skirmishes, use the spacebar to jump between 
the mélées quickly and efficiently. 


m@ Your enemies aren’t just enemy soldiers and vehicles, but what's 
underfoot as well. Watch out for mines when you cross fields; 
they’re scattered about and can wreak serious havoc if you don’t 
guide your troops around them safely. 


=@ Record the passwords as you progress from mission to mission. 
The last thing you want to do is replay a completed mission 
because you forgot the password. 


BY KEVIN J. McCANN 


multiple skirmishes than it is in most other real-time Price 
wargames. Simply tap the spacebar when you see $49.95 
the skirmish icon appear, and you'll be centered on Medi 
the new skirmish. This also works when fresh rein- a 
forcements arrive. No more having to listen to Compact disc 
troops being cut down somewhere as you frantically Developer 
look at the minimap to locate the battle. Wave 
The sound effects are adequate, but nothing spe- Publisher 
cial. And although the music isn’t blaring or rousing, Ocean Software, 
its soft, unobtrusive melody fits in well with the 1870 Little 
depicted time period. Orchard St., 
There are a couple of dozen weapons and vehi- San Jose, CA 
cles throughout the missions, and these range from 95125-1041 
troops armed with machine guns, grenades and 408.289.1200 
bazookas to artillery and tanks. During some mis- 
sions, you can ais el in air or naval “deter These Website 
provide effective bombardment for sweeping http://www. 


oceanltd.com 


Min. System 


enemy troops, especially those in open areas. 
Each unit has three small bars representing 


morale, damage and armor. Naturally, when plan- Requirements 
ning your tactics, it’s important to keep an eye on IBM PC 486, 
these, particularly damage and morale. The last thing 66MHz 
you'll want is to have your units freeze up in terror 

MS-DOS 5.0 


during a final, vital battle and cost you the mission. 
For some reason, probably in an attempt to pro- 

long gameplay and bolster the challenge, Offensive’s 

designers opted for passwords instead of simply 


2X CD-ROM drive 
8 megabytes 


RAM 
allowing players to save during missions. You must 
complete the mission and record the password. If paca 
ard dis 


you quit playing, you must enter the last password 
to return to the beginning of the uncompleted 
mission. Although none of Offensive’s scenarios is 
exceedingly long, it still stinks to have to start from 
the beginning whenever you make a mistake. 


Although Offensive isn’t horrible, its plain 
graphics and simplistic gameplay pre- 
vent it from being involving. Offensive 
looks more like a product that would 
have been released for the Amiga sev- 
eral years ago. When compared with 
Blizzard's StarCraft and Virgin's 
Command & Conquer: Red Alert, 

Offensive has no defense. 


6 OVERALL 


S$ VALUE 6 GRAPHICS 6 
ORIGINALITY 5 MUSIC 6 
PLAYABILITY 7 SOUND FX 56 


Contents: Allies, Axis, infantry, cavalry, tanks and artillery. 
Hits: several missions, the ability to play both on sides. 


\Viisses: outdated graphics, limited options, passwords necessary 
to advance after completing a mission. 


ast wore: when compared with other strategy wargames, it’s a 
weak Offensive. 
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BY MARC DULTZ 


STRATEGY 


t has often been said that imitation is the sin- ever-greater array of aspects found in popular, 


cerest form of flattery. Although some might watershed releases. 
find fault with such a reactive rather than From the outset, Sierra’s Robert E. Lee: Civil War 
proactive strategy, the trend, nevertheless, seems General bears more than a passing similarity to 
to be gaining in popularity. Perhaps as production SSI’s wildly acclaimed Panzer General. Even the 
Price costs skyrocket, companies aren’t as willing to bet name raises a wary grognard’s eyebrow. Beyond 
this superficial marketing ploy, though, lies a 
$59.95 thoroughly enjoyable gaming experience marred 
Media only by a few, easily correctable touch-ups and 
Compact disc modifications. 
Developer 
Publisher bayonets and scream a blood-curdling 


Sierra, 3380 
146th PI. SE, Ste. 
300, Bellevue, WA 


rebel yell may be in for a rude awakening. 


acndnge Civil War General is an operational strategy 
cenipiitiad wargame that employs a hex-based map overlay 
Website to regulate movement, combat and terrain owner- 
http://www. ship. Much like Panzer General, the hexes near a 
sierra.com highlighted unit change color to help distinguish 
Min. System the farm on unproven concepts and seemingly which hexes are inside that particular unit’s 
Requirements risky ventures. In an era of gaming clones and movement range. Unfortunately, the shading is 
IBM 486DxX, unending sequels, it comes as no surprise that improperly handled and leaves the typical player 
33MHz even wargames should, for better or for worse, squinting to determine which hexes can indeed 
Windows 3.1 eventually suffer the same fate, borrowing an be occupied. Mapboard graphics are elegantly 
rendered using a variety of simple, icon-based 
CD-ROM drive —— _ representations. Elevation changes, on the other 
8 megabytes a 2 , hand, are disappointingly depicted using non- 
RAM | textured, rather unremarkable layers. 
Brigade-size units—such as artillery, infantry, 
ee cavalry and sharpshooting specialists—are beauti- 


fully rendered as dynamic, seemingly hand- 
crafted miniatures. Formation changes, naturally 
enough, dramatically affect each unit’s appear- 
ance. For instance, infantry deploy enfilade, 
shouldering arms while on the march. When 


Lee: Civil War General 


a a | 
yee ool asad 
Lae ft i een eet ee fi BO Pcie ay WUE Boe ert 


Awaiting the opening onslaught. Manassas proved 
that the Union was woefully unprepared for war. 


9 OVERALL 


S$ VALUE 8 GRAPHICS 9 
ORIGINALITY 6 MUSIC 38 
PLAYABILITY 92° SOUND FX 8 


Contents: strategic-level simulation of some major Eastern bat- 
tles of the American Civil War. 


Hits: predictable, yet eminently challenging Al. Numerous 
options facilitate play and can dramatically affect play-balance 
issues. An online tutorial and a historical background slide show 
are included. 


\Viisses: incorporates a cryptic interface that’s difficult to read 


‘ ' readying for battle, they present arms and take The Confed- 
and interpret. Single, linear campaign game that follows only the up more appropriate defilade formations. Finally, erate leaders 
Confederacy’s Army of Northern Virginia war effort. The computer during uneventful night turns, units bivouac in deliberate over 
opponent is slow and plodding. Includes modem play instead of a tents to recuperate from their day-long ordeals. the battlefield. 
simpler email system. Dug-in units are easily distinguished by tiny shov- 

Last word: an entertaining, if unimaginative, examination of els, and routed or fleeing units are pictured as 
certain pivotal battles of the American Civil War. running headlong toward the rear. After-action 


accounts describe the results of each engagement 
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The interface, 
although fairly 
intuitive, is 
needlessly dif- 
ficult to read. 


i 


= 
i ga Wlewy 
& 


An in-depth 
historical 
slide show 
rounds out 
the offering. 


while bodies lie strewn across the battlefield. 

Players who expect to simply fix bayonets and 
scream a blood-curdling rebel yell may be in for a 
rude awakening. Although units are trading shots 
at 200 to 300 yards apart, artillery units must con- 
tend with line-of-sight restrictions, routed units 
must be rallied or written off, fatigued units must 
be rested and depleted units must be resupplied. 
Charges can prove disastrous for both attacker 
and defender because morale ratings for both 
sides are compared before the first rifle is lowered. 
The system rewards players best able to attack 
enemy formations from multiple directions. 
Unfortunately, it is sometimes perplexing to deter- 
mine where a unit faces, especially after it has 
been attacked by many others. 

Curiously, victory objectives appear to have 
been dispensed with in favor of brawling slugfests. 
This “mow ‘em down and count the bodies after- 
ward” system seems to work, although it takes 
some getting used to. Players must also concern 
themselves with both their morale and supply- 
point levels much like the prestige points found in 


ff 
hand a, 
” 6, 


% 
Sa 
De as 
i Fo 
1 toe 


Panzer General. Performance on the battlefield 
lowers or raises both of these critical reservoirs 
and can therefore dramatically affect the long- 
term course of each battle. Unlike Panzer General, 
though, units must wait until the respite between 
scenarios to visit the armory and receive improved 
weaponry. 

Full-motion video clips that feature actual Civil 
War reenactments are integrated into the combat 
segment. After repeated play, players may find the 
clips tedious and elect to turn them off to speed 
gameplay. Ambient sound effects and background 
music are lavish and unobtrusive. Oddly, although 


Civil War General utilizes a turn-based system of 
movement, the designers inexplicably provided 
for a head-to-head modem hookup instead of a 
more appropriate email system. 


& AE Lee CrlWar General Supply = 40000. Amy Morale = 15000 


The Confed- 
erates’ undo- 


with Pickett 
at the helm. 


SMa ied cae eX se 
ty 3, 868 oom f ; a 


Although Robert E. Lee: Civil War General 
makes no attempt to rewrite history, pose 
unrealistic hypotheses, or include a branch- 
ing campaign path based upon success or 
failure on the battlefield, it does provide 
players with an entertaining, puzzle-like 
analysis of America’s darkest days. In “gen- 
eral” terms, | dare say both its namesake 
and inspirational source would be proud to 
rally round this flagship product. 


m Avoid constant formation changes, assaulting or abandoning dug- 
in positions and deploying units without flanking protection. The 
deleterious long-term effects of such moves often far outweigh 
any Short-term benefits. 


@ Strive to maintain a reserve of fresh, highly motivated troops, 
Stationing them just behind the front lines. These units should be 
employed to plug gaps in friendly lines, assume flanking protec- 
tion, blunt vigorous enemy attacks and smash faltering enemy 


positions. 


m@ Use cavalry to harass enemy artillery emplacements, pursue bro- 
ken enemy units, screen the flanks and seize critical high 
ground. 


@ As the war progresses, avoid re-arming the entire Confederate 
force in favor of select, well-led veterans. Owing to their propen- 
sity for breaking under intense battle conditions, poorly com- 
manded troops should be supplied with adequate, if unspectacu- 
lar, weaponry. 
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ing: day three 
at Gettysburg, 
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BY KEVIN J. McCANN 


n the Bitmap Brothers’ latest endeavor, you 
won't find yourself commanding humans 
against orcs; this time, it’s a battle between red 
and blue robots in a full-scale intergalactic war. 
This fall brings us many WarCraft I/- and 
Command & Conquer-type wargames, including 


Price new offerings from the designers of both. Z man- 
$59.95 ages to differentiate itself slightly because it is a 
Media mix of Command & Conquer and Cannon Fodder. 
Compact disc Your leader, the esteemed and war-hardened 
Developer 
Srimayy Bronners Your leader, the esteemed and 
Publisher 


war-hardened General Zod, 
needs you to conquer your way 
through 20 gruelling missions. 


Virgin Interactive 
Entertainment, 
18061 Fitch Ave., 
Irvine, CA 92714 


714.833.8710 
Website 
isn: General Zod, needs you to conquer your way 
p://www. ee f 
Wen.curis through 20 gruelling missions. There are five bat- 
tlefield settings, and each contains four missions. 
Min. System The settings include a desert, a volcanic world, an 
Requirements ice environment, a jungle and a metropolis. 
IBM PC 486, As with WarCraft Il and Command & Conquer, 
66MHz as you advance from mission to mission, new 


technology becomes available in the forms of 
robot soldiers and vehicles. But unlike those 
games, in Z, you don’t need to construct specific 


2X CD-ROM drive 
8 megabytes 


RAM facilities to create military units—simply capture 
20 megabytes flags in the various quadrants of the map to con- 
hard disk trol their respective facilities. The real challenge is 


holding on to the quadrants. 

The graphics are very detailed. Forget about 
playing Z in VGA, because things will be too close 
and very pixelated, and you'll have no idea what's 


S$ VALUE 8 GRAPHICS 9 
ORIGINALITY 6 MUSIC & 
PLAYABILITY 3% SOUND FX 8 


Contents: robots, tanks, artillery, factories and missions. 


Hits: real-time play, detailed graphics, great explosions and ani- 
mation and event-driven music. 


Viisses: very difficult, so-so interface, uneven mix of humor and 
seriousness. 


Last word: if Red Alert and StarCraft aren't enough, take on Z. 


86 COMPUTER PLAYER 


Your enemies 
travel mostly by 
road; blockades 
are effective 
countermeasures. 


happening in the areas that you can’t see. In 
SVGA, the view is much more encompassing, and 
the settings are complete—even to the extent of 
having appropriate little critters. One of the more 
amusing touches is the idle robots’ tendency to 
get bored and start shooting at seals. Forget 
about Greenpeace showing up. And if your robots 
do fall idle, they won’t necessarily stay that way if 
attacked. 

With enemy robots 
and vehicles constantly 
infringing on your ter- 
ritory as they attempt 
to destroy your fort, 2's 
pace is easily more 
frantic than those of 
other wargames. If you 
aren’t into challenging, 
high-pressure scenar- 
ios, you'll likely find Z 
extremely frustrating. 

The missions’ out- 
comes depend largely on which territories you 
take initially and how you defend them. And you 
can’t simply sit back and wage a war of attrition, 
or you will definitely lose. Z requires more aggres- 
sion than defense, and in each mission, getting 
the combination right is imperative. 

Your ultimate goal is to destroy the enemy fort, 
but getting there won't be easy. Z ranges in diffi- 
culty from the fairly hard to “I’m going to destroy 
the Bitmap Brothers”; this is akin to the challenge 
presented in the expansion packs for WarCraft I! 
and Command & Conquer. 

Between missions, you’re treated to cinematic 
sequences (aka rendered video clips). The 
sequences provide most of the game’s humor, 
although the dialogue sometimes seems a little 
rushed. Generally, the voice acting is good, but it’s 


You'll find that 
territories change 
hands often. The 
best defense is to 
build enough 
forces so that you 
can properly 
defend an area 
from an attack. 
The computer will 
use what it has on 
hand instead of a 
large force from 
massive buildup. 


ee aa 


ADS canine t 


The scenarios 
take place on var- 
ious terrains. 


overdone at times and unnecessarily harsh for a 
game that tries not to treat the subject matter too 
seriously. For example, when you're getting your 
butt kicked (which happens frequently), various 
units will urgently cry out “For chrissake, do some- 
thing!” Although this comment is appropriate for 
real war, in this fantasy game it tends to be obtru- 
sive and to heighten the tension—something you 
don’t need in an already tense situation. 

Likewise, a female voice that tells you, “You're 
crap,” “You're going to lose,” etc., becomes 
extremely annoying when you are desperately try- 
ing not to lose. Her commentary never manages 
to be funny; it’s just obnoxious. On the other 
hand, when you lose a mission for the first time, 
the comments from your soldiers are humorous 
(although less than flattering), as is the brief inter- 

lude when the rather 
base Zod scolds you. 
The interface isn’t 
as well-designed as 
those of WarCraft I! 
and Command & 
Conquer. When you 
select a unit and click 
on a destination, you 
” have to re-select that 
unit before you can 
change the destina- 
tion. When you 
group various units, 
they’re basically stuck with one another, and this 
can be a big pain. Say, for example, that you 
group three tanks to take out some enemies and 
then want to divide them. You can’t; and at times, 
this definitely goes 
against the usual 
logic of wargame 
tactics. 

The fair number 
of random situations 
in Z adds to the 
game’s replayability, 
but at times, they 
make you want to 
use your Z disc as a 
Frisbee. At one 
point, a sniper unit 
with grenades may 
take out a couple of 
tanks. In a similar situation, your sniper unit may 
be destroyed by the first tank without their having 
pulled a pin. 


Ah, the places 
you'll see. Ain’t 
war grand? 


After each mission, 
players are treated 
to a video segment 
that ties in to the 

outcome of battle. 


Despite Z's difficulty 
and uneven gameplay, 
it’s still a good, solid 
game. It could have 
been better, and 
although I focus more 
on the negative 
aspects, Z still has a lot 
going for it. It has lots 
of gameplay options, 
including modem and 
network play, and like 
other action wargames, it has plenty of 
new technology to experiment with as you 
progress. Z may not be the last word in 
wargames, but for now, it is definitely the 
last letter. 


@ The key to winning every Z mission is to find the correct mix of 
aggression and defense. At the start of every level, grab as much 
territory as you can. Make sure that your units act simultaneously; 
all the units you start with are important. 


m@ Be aware of “flag fever—an annoying effect that you'll see 


whenever your units are near an uncaptured flag. They'll tend to 
disregard all orders and rush the flag, regardless its defenses— 
often without even bothering to return fire. With this in mind, use 
the red circular range radius to eliminate the flag’s defenders 
without letting the flag fall into the range of your selected unit. 


@ Check out the detailed mission-by-mission Z strategy guide fea- 
tured elsewhere in this issue. 
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Experience the adrenaline rush of REAL air combat! 


Enter the | 
TOP GUN SWEEPSTAKES Call 1.800.56. TOPGUN 


- The new force feedback 
~ Joystick from CH Products. 


You've never felt anything lite it.The new 
Joystick jolts gameplay into the thrill zone. 
Feel the true-to-life vibration of revving 
engines and rough roads. Brace yourself 
for alr turbulence of engine stall 
buffeting, and hang tough against the 
vector force in a tight turn. Now, fire 
_off around and feel it hich back 
~The Force FX puts the weehaaahh into 
flight simulations, driving, space 
combat and just about any other game. 
Your palms will sweat, Your knuckles wil 
fun white. Youll swear it's alive. 


k us out on the Web: 
www. chproducts.com/ 


America OnLine: Keywo 
PROOWCTS CompuServe: Go GAR 


CIRCLE #128 ON REA 


wa 


RVICE CARD 


| __Live Announcers __ 
CAPSULE REVIEWS 


DY REVIN dad, 


McCANN “Now here's the 


leader, driving 
On 17..." 


Greatest Toyshop 
on Earth 


Most children fantasize about being left 
alone in a toy store. They can realize this 
dream in Mr. Wonder’s Greatest Toyshop on 
Earth, in which 
some 97 toys await a child’s touch. Best of all, the toys 
won’t break (unless a child destroys the CD or computer). 
And who knows? If they aren’t careful, kids may even 
learn something from this game. An easy-to-use hot-spot 
interface lets kids of any age browse through the toys, 
although most are just simple animations. Others offer 
educational segments on such topics as how an oil rigger 
works (though I’m 
not sure kids will find this too captivating). Mr. Price: $49.95 


Wonder, with his jovial, grandfatherly Genre: edutainment 

demeanor and British accent, is there to help Publisher: OmniMedia 

kids out. Unfortunately, the interface is fairly Telephone: 612.531.8330 
sluggish, and a child’s interest will wane after Website: http://www.omnicorp. 
a brief exploration of the toy shop. Too many com/kids/index.html 

of the toys perform simple actions rather than System: IBM PC, Windows 95/ 
engage the imagination. Macintosh 


OVERALL 
RATING 6 


Munpet 
Treasure Island 


Once again, the classic tale of “Treasure Island” 
has been resurrected, but this time, it’s not really 
Stevenson’s classic, but the Muppets’ twisted ver- 
sion. You play the role of Hawkins, with Kermit as 
Captain Smollet and Miss Piggy as Benjamina 


“And WOW, he 


Gunn. As with the movie version of “Muppet Treasure Island,” the rest of the Muppets really smacked 
are on deck, as are Bill Connolly and the ever-nefarious Tim Curry. Gorgeous graphics, 
great music and an easy hot-spot interface make Muppet Treasure Island an exceptional that ONGeee™* 


offering in the children’s gaming market. Three CDs (yep, three) are loaded with crisp 
cinematics and Muppet antics. The puzzles are definitely 
engineered for children, but both kids and adults will 
appreciate the Muppet humor, which always manages 
to bridge the generation gap. A parrot is on hand (or is it 
shoulder?) inke a child feathery assistance. In ‘ "Yes—but ke 
otherwise lackluster children’s software market, it’s | 


refreshing to see a top-quality title | looks to me 
with high production values. | like it's slicing 
Price: $59.95 way left..." 


Genre: children’s entertainment 
Publisher: Activision 
Telephone: 310.479.5644 


Website: http://www.activision.com 
System: IBM PC, Windows 95 


OVERALL 
RATING 
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life atter World War Il 


After playing STEEL PANTHERS and enjoying its incredible WWII armored warfare, 
you're dying for more. Your prayers liaye been answered with STEEL PANTHERS II. 


Fight campaigns in recent wars such as Korean, Sinai, Vietnam and Desert Storm. 
Enact hypothetical battles like NATO ys Warsaw Pact. Or create your own with — 
the random scenario generator and editor. This is SSI and Gary Grigsby 
at their very best. Detailed historical accuracy, All the right tanks, 
helicopters, jet fighters and missile sites. SVGA graphics. Intense 
animation. Digitized photos 
and sound effects. Modern. 
video combat footage. 
If war is hell, this is 
wargaming heaven. 
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256-color SVGA d 


CAPSULE REVIE 


Here’s the right way to do an add-on level disc for 
Duke Nukem 3D. Not only does Total Meltdown 
have 500 levels versus 


Total VMelidown 300 in Nuke It, but it’s 


also properly 


Total Meltdown is easy to install and comes with a 


level browser that lets you preview ma 
customizer allows you to build and 
edit levels with hundreds of new tex- 
tures, animations and sounds. Thirty- 
five new enemies 
add to the variety. 
Last, but not least, 
each level is rated on 
difficulty, style and 
playability. 

Go get some. 


Cylindrix 


What was your ae F- 

floor a second 

ago is now your 

ceiling as you 

race about the 

curved environ- 

ment while 

shouting orders to your wingmen, protecting 
your radar installation and returning fire with 
extreme prejudice. On top of this, you can 
detach yourself from the floor and engage in 
limited flight combat. The only barriers are the 
force fields at the end of the Cylindrix; they pre- 
vent either side from leaving until one is dead. 
The key to helping your opponents meet their 
maker is a balance between using firepower 
and capturing pylons; achieving this balance 
will increase your weapons’ damage capabili- 
ties. You can fight from the cockpit or via 
chase-plane; the latter offers the best view- 
point. Before each mission, you can select the 
ship type and wingmen. Then it’s off to combat. 
Graphically, Cylindrix isn’t much to look at, but 
its playability is impressive, and that’s what 
really counts. The Al is considerably more 
unpredictable than that of most 3D action 
games, but the playfields begin to look the 
same after a while. Network play offers the 
most involving 
gameplay 
because, despite 
the strong Al, it’s 
still more fun to 
blast apart real 
opponents. 


Price: $39.95 

Genre: puzzle 

Publisher: Goldtree Enterprises 
Telephone: 504.455.7678 
Website: http://www.goldtree.com 
System: IBM PC 


7 OVERALL 
RATING 


WS 


polished. 
ps. A level 


Price: $29.95 

Genre: action 

Publisher: Sierra 
Telephone: 800.757.7707 


Website: http://www.sierra.com 
System: IBM PC 


9 OVERALL 
RATING 


Don your fedora and clip on your whip; 
Indy hasn’t seen his last adventure yet. 
This isn’t about the Ark, Temple of 
Doom, Crusade, or even Atlantis, but 
Indiana Jones and his Desktop 
Adventures does have literally millions 
of potential mini-adventures. And the 
key term is definitely “mini-adventure” 
because most quests take well under 
an hour. Naturally, there’s a fair amount 
of repetition among the adventures; 
the mission builder basically just 
changes random elements. Although 
it’s refreshing to be able to complete 
quests within an hour, their repetitive 
nature severely limits overall playing 
time. Those who want a quick hitter 
will be satisfied with Desktop 
Aaventures, whereas those who desire 
more differentiated and detailed quests 
should seek adventure elsewhere. 


me [+] First Aid Kit 
s ws Choc Moo! 
&) Gold idol 


7 OVERALL 
RATING 


“And it's headed 
right towards 


the crowdeee" 


"Ooohh" 


"That's gonna 
leave a mark" 
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“Waiting for M1 
Tank Platoon‘ 2? 
Stop waiting 
hecause iM1A2 


Abrams is here.” 


—Computer Player 


iM1A2 Abrams: 


“One of the Year's 


Hottest Games.” 


—PC Gamer 


INTERACTIVE 


© 1996 Interactive Magic 


PO Box 13491 
Research Triangle Park, NC 
27709 


To order direct, call toll free: 


800-298-0837 


CHARYBDIS 
ENTERPRISES, INC. 


I. 1989 the ultimate tank game was M1 Tank Platoon” from MicroProse”™. It 
was strategy, tactics, and action combined in one great simulation called “The 
Best Tank Game Ever!” by Computer Gaming World. 

M1 Tank Platoon was created by game designer extraordinaire, Arnold 
Hendrick, founder and chairman, “Wild Bill” Stealey, and the 
other dedicated professionals of MicroProse, Inc. 

Now, Arnold and “Wild Bill” are at it again——-ready to 
deliver the next “Best Tank Game Ever” in iM1A2 ABRAMS 
from Interactive Magic. With more strategy, tactics, and 


action than before. /ncludes network and modem support for 


Head to Head or Cooperative combat for up to eight Players! 


Get all the details at www.tank.imagicgames.com. 


M1 Tank Platoon is a registered trademark of MicroProse, Inc. IM1A2 Abrams is a trademark of Interactive Magic. 
©1996 Interactive Magic. All rights reserved. Screen shots are based on an early version of the product, actual 
screen shots may vary. 


CIRCLE #129 ON READER SERVICE CARD 


Hitting stores this fall 


You’ve blasted your way through the two 
dozen levels in Duke Nukem 3D, but now you 
Crave even more death and chaos. Nuke /t is a 
collection of 300 player-created levels for 
Duke packed onto a CD, and there isn’t much 
else. Whereas prior level collections for games 
like Doom usually included easier modem INIT 
strings and browsers, Nuke It is bare bones in 
everything other than its 300 levels. You even have to copy 


the files manually. Although this isn’t a big deal—after all, Price: $29.95 

it’s the levels people ultimately want—Nuke /t simply lacks Genre: action 

the polish and interface ease that would have made it a Publisher: Micro Star 
more rounded product. Telephone: 619.931.4949 
About the only extras Website: http://www. 
are several wallpaper microstar-usa.com 
screens for use in System: IBM PC 
Windows, but these 
are rather pixelated OVERALL 
because they’re in RATING 


VGA rather than Duke’s 
detailed SVGA modes. If you really want a bunch 
of new levels to conquer, Sierra’s Total Meltdown 
(also reviewed in this column) is bigger and better. 


eee LOOK out for 
the most exciting 


tournament golf 
game you've 
ever played. 


The Pink Panther's 
Passport to Peril 


What started as a routine assignment for the Tall 
Cool One has turned into a globe-trotting mystery as 
everyone’s favorite pink feline tries to ensure the safety 
of several high-profile dignitaries’ children. In The 
Pink Panther’s Passport to Peril, you play as the 
Panther himself. You must solve puzzles, outwit 
adversaries and 
explore the world 
to complete your 
assignment. An 
easy hot spot inter- 
face and inventory 
system make the 
Pink Panther’s first 
foray into gaming 
intuitive to play, 
and the graphics 
and animation are | 
of suitable cartoon quality. About the only thing that takes a little time to get used | 
to is the Pink Panther’s voice. Somehow, | always preferred the silent Pink Panther. | "This is 
In Passport to Peril, he sounds ... um, 


Price: $49.95 oS kind of dorky. There’s lots of humor, your typical 


Genre: adventure/edutainment although like the puzzles, it’s targeted 
Publichar: BWIGWandeduct at children. The educational aspect is golf games" 


Telephone: 212.696.2000 integrated into the game, and this 
bsite oe makes learning natural, unforced and 


i 
(? 
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Website: http://www.wanderlust.com | | 
System: IBM PC - appealing to youngsters. for hitting the spectators) 


(You will take a 2 stroke penalty 


e | LOOKING GLASS TECHNOLOGIES 
ae HTTP: //WWW.LGLASS.COM 


©1996 LOOKING GLASS TECHNOLOGIES. ALL RIGHTS RESERVED 

LICENSOR AND THE SOFTWARE PRODUCT IS DISTRIBUTED 
UNDER THE AUTHORIZATION OF 

“THE ROYAL & ANCIENT GOLF CLUB OF ST, ANDREWS,” 


CIRCLE #130 ON READER SERVICE CARD 


Il right, you lard butts, I'm tired of sweeping your nuts and 
—67lT SS _ bolts off the battlefield. You have to learn to act quickly 

4 and decisively even when an enemy ouside tank is thun- 
dering down on your light tank. 

Although this guide contains proven strategies (I have the 
headache to prove it) for each of the 20 brutal missions in Z, I'll 
begin pl some “oo tactics and notes that are effective in all . 
missions. — 

_ Probably the most useful tip is keep 2 an eye on what's inva 
~ ing at all times. You may have just won a great little battle in one’ 
part of the map, but in another sector, your dumb heavy tank just 
got wasted by an enemy light tank because it didn’t react well. Be 
ready to lend a helping hand when troops act sipped stu- 
pid; this wi// happen. 

Units have different ranges. Snipers and laser units are excel- 
lent at unseating enemies from guns and vehicles. When you com- 
mand robots, which have longer-range capabilities, use their cir- 
cular radius of fire to place them at the edge of firing range, then 
let your unit take over. If you order a sniper unit to destroy an 
enemy gun placement, the dummies will usually walk into range 
of the enemy gun and get blasted to bits. This can be avoided by 
using the circular radius of fire for placing snipers and laser units, 

~ Remember that each time you gain territory, you reduce con- 
struction time for robots and vehicles. Likewise, when you lose 
territory, construction takes longer. Aggression is the name of 
the game. Finally, save often and use multiple saves per mission 
_ wr i“ FARA to avoid having to restart when things turn ugly. | cannot stress 
Oy Revin wv. McGann WL FiVivi this enough. 


You Need Beer And Babes, Too. 
Here are your rations, soldier. 
LEVEL 1: VIRGIN SOLDIERS s-~ Jeep gunners. Watch your 


robot factories, too, so that 
you can bring up troops as 
they’re produced. You’ll also 
want to place your Gatling Lo 
guns assoonasthe vehicle ~~ 

factories produce them. 

After you’ve taken over the lower two-thirds of the map, block 
the access routes with Jeeps and tanks, backed up by grunts. The 
enemy soldiers will decrease in number through attrition. Bring 
tanks forward to destroy the Gatling guns; follow them with Jeeps 
and infantry to defeat the remaining enemy forces. — 


LEVEL 3: DEATH VALLEY 


‘Move a unit to the west to capture 
the radar installation and Jeep. 
Then immediately move that unit 
north to capture the Gatling gun 
and adjoining territory. Guide _ 


You start with three units. Send one unit to 
secure the robot factory and Jeep to the 
west. Send another unit to take over the 
“radar installation and Jeep to the east. 
Use the third group to pick up the | 
grenades to the north, then have it pro- 
ceed to the flag that’s due north. 
Take the other units north as well to net 
two more 
installations. 
Use the: Jeeps as your forerunners 
with grunts backing them up. When a 
driver has been lost, immediately get - 
another grunt into the Jeep. Take over 
_ the final two installations using Jeeps 
and grunts. Last, send your Jeeps to 
take out the Gatling gunner, then 
destroy the enemy base. 


Wht 9. Dpewe é vehicle factory and Gatling gun. 
| LEVEL 2: PSYCHOS 7. Take your remaining troops and — 
: Senda units to secure the robot factory, vehicle e factory andradar —_light tank to the northeast to capture the nearest territory across” 
installation to the west and 77a ee the water. 


_ man the light tank and Gatling Capture the two factories to the south wi the northern sec 
_ gun. Move another unit north | 


to take the Gatling gun and 

_ Jeep in the valley. Use your 

fight tank to take out enemy 
Gatling guns. 


vehicles. Select each robot factory and — 
make Gatling guns to protect your bor- 
ders. Then manufacture psycho troopers. 
i Have all the vehicle factories peeaey 
Use a é6cured es 7m take only light tanks. 


over the vehicle factory. The fort is protected by a ‘pawertl : 
Whenever you take out an enemy driver, hijack the Jeep end take gun that will blow your Jeeps to shreds, 
vr for your own. In short order, ee should have a solid squad ¢ of so attack the gun with light tanks. — 
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another unit east to take over bye : . 


your tanks near 
| your center robot 
f Ais because the main road cuts 
through there. 
Have your eastern vehicle factory produce MES tanks. 

_ Create and place a couple of guns at the northwest border. Once 
you've depleted your center robot factory’s supply of guns, create 
some snipers. Snipers have greater range than Gatling guns or 
heavy guns and allow you to pick off enemy gun placements with — 
little risk to your troops. 

_ Use a medium tank and a couple of light tanks to blast enemy 
_ guns and secure the vehicle and robot factory to the near north. 


Set it to produce medium tanks and snipers. 
A unit of snipers is capable of stripping the enemy fort of all 
gun emplacements. This will allow you to destroy it without losing 
any inp troops. 


Set your fort to create light tanks. Take over 
the western vehicle factory with a psycho unit. 
Then move the pyschos north to grab the light 
tank, but steer clear of the western vehicle 
factory. Send another psycho unit east to take 
over the robot factory and set it to create 
tough soldiers. Have your light tank, the cap- 
tured medium tank and the tough ’bots follow 
the north road and capture the radar 
installation and center vehicle factory. 
Holding the center vehicle factory is 
Critical; let it create light tanks to 
churn out firepower faster. 

- Send two tanks to capture the 
western vehicle factory and have it 
create medium tanks. For the time 
being, ignore the upper quadrants and the eastern level four robot 
factory. After you have whittled down enemy forces through attri- 

tion, send three medium tanks to destroy enemy gun emplace- 
ments and capture territory. 
to capture the level four robot factory and the adjacent northern 
sector. Finally, assault the | nain fort using three medium tanks on 
each gun, — | 
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Order your tough guys to head due north 
to the center vehicle factory. Be sure they 
blow their way straight north; don’t let 
them take the roads. Command a psycho 
unit to take the Jeep to the north, then 
ecompany the tough guys north. Take 
out the incoming enemy toughs, secure 
t d vehicle factory and set it to produce guns. Move the 
ma ning psychos to take the gun to the left. Have your center gun 
blow up the bridge by shooting the support railing. 

While your tough guys are at work, move one psycho unit to 
verything to the east side, including the robot factory, 

ht tank. and gun emplacement. Set the robot factory to produce 
| “snipers. : ' 
Hive Dog other psycho u ae ibis the vehicle factory to 


makes them eS easier to contol , 

Produce medium tanks at the southwest vehicle factory while 
your fort makes light tanks. Move the medium tanks to the center 
to support your guns. Send the light tanks to the far east to back 
up your gun emplacement. 

You should have at least six snipers by the time you accomplish 
this. Take a minimum of two sniper units to the east side and fol- 
low the road north. Back them up with light tanks. Have the | 
snipers shoot out enemy guns, then man the guns with snipers. 
Capture the northeast territory and produce more snipers. By 
carefully placing your snipers, you can take out the fort. 


Order your medium tank and two 
tough ’bots to capture the level three 
vehicle factory at the far east center 
of the map. Send a psycho unit west 
to take over the tank, gun and robot 
factory, and send another psycho unit 
to the east to grab the vehicle factory. 
Have your level three vehicle factory produce howitzers—extremely 
damaging long-range guns. Psychos should be produced in the 
robot factory, and medium tanks should be made at the vehicle 
factory near the base. Create light tanks at your fort and any other 
vehicle factory you’ve acquired. 

After you’ve completed the initial 
task, have your southwestern light tank 
go north across the bridge, then blow 
up the bridge behind you. Go east and 
blow up that bridge behind you. Also 
destroy the bridge to the north of the 
center; this will cut off enemy vehicle 
access and let you capture the lower two-thirds of the map with- 
out too many problems. From there, create snipers and send 
them north to sharpshoot the enemy fort’s gun emplacements to 
complete the mission. 


Send the medium tank, four tough 
.S, ’bots and a psycho squad up the 
road to the northwest to capture the 
center west robot factory and use it 
to produce guns. Order another psy- 
cho unit to the west of the fort to 
capture the vehicle factory and use it 
to manufacture light tanks. Move the final psycho squad to the 
east and capture the light tank and vehicle factory. Build howitzer 
guns and place them to the north. Then use the squad to capture 
the robot factory to the north. 

Most of your battles will be at the 
center west robot factory, so build 
as many guns as possible and send 
light tanks up to reinforce your other 
units in the area on a regular basis. 
After things have settled a bit, pro- 
duce snipers, eliminate the enemy 
forces along the northern center 
and man their guns. As in the earlier missions, snipers are best 
for taking out the gun emplacements at the fort without i eal 
many losses. | 


Here’s one of the most potentially frustrating and difficult missions | 


of all. There is only one path—pure aggression. You have to quickly 


perform the following orders. Send your tank to destroy the nearby 


northern bridge. Move one heavy 
unit to blast a path through the 
northern canyon. Command another 
tough unit to take over the APC to 
the southeast. Have your snipers take the grenades to the east. 
Order your psychos to take the light tank to the south. Note: 

it’s extremely important to carry out these commands in rapid 
succession. 


Move all your units together where your tough ’bots have 
blown a passage through the canyon walls. Group them all 
together and move them to the bridge to the south of the enemy 
main fort. It’s go for broke time (also a good time to save). Order 
your entire force forward to enter the enemy fort. If you’ve 
adhered to the mission guidelines, you'll finish the mission in 
under four minutes and earn a well-deserved warlord rank. 


Set your fort to produce APCs. Move a psycho unit to the west 
and take the robot factory to create tough robots. Then run them 
north to take over the medium tank. Use the medium tank to blast 
your way through the valley fur- 
ther north to take the vehicle 
factory and use it to produce 
guns. Move your pyros east and 
take over the vehicle factory to 
make heavy tanks. Then steer 
them north to take the center 
eastern territory. Guide another 
psycho unit to the northeast light 
tank and merge the psychos with the pyros to hold the center 
eastern block. Set the southeastern robot factory to manufacture 
howitzers to place to the north. 
Whenever your fort makes an 
APC, unload the grunt who was dri- 
ving it and put the tough ‘bots 
inside to create effective antitank 
weapons. Use the eastern repair 
facility to fix damaged tanks and 
APCs. Once you have a couple of 
heavy tanks, you can pretty much 
reduce everything to rubble. 


Have your fort produce APCs. Move 
your medium tank and a unit of 
toughs to capture the flag to the 
near north. Send a psycho unit to 
the center south to capture the 
medium tank and vehicle factory. 
Move another psycho unit all the 
way to the southwest to capture the 

light tank and robot factory. Use your captured medium tank and 

light tank to take the territory to the center west, thereby acquiring 
the vehicle factory to the south. Back your tanks up with laser and 
sniper ‘bots. 

At your level four vehicle factory, produce two guns to cover 
the road. Then allocate resources for heavy tanks. In your robot 
factory near the base, make tough robots, combine them with 
APCs created by your fort and back 
up your tank to the north by the 
flag. Your level three vehicle factory 
should produce howitzers, which 
are extremely vital in establishing 
an effective blockade against 
enemy tanks. Send tough APCs to 
_ reinforce weak tanks to the center 


wes: «d protect your howitzers. 
As .20n as you have a heavy tank, start to take over 
the rest of the map. Not much can stand up to these 
babies (thank God—or, | guess, Zod). When you get to 
the enemy fort, take out the guns, bring ina 
flock of tough APCs and drive them inside. 


As with prior missions, set your fort to pro- 
duce APCs. Send a psycho unit to the west, 
grab the vehicle factory and move north to 
take the robot factory and repair bay. Have 
another psycho unit take the crane and repair 
the bridge near your base. After it has been repaired, take your 
heavy tank and light tank across and take over the southern cen- 
ter level three vehicle facility. Trek east with your remaining 
snipers and tough ’bots and take control of two robot factories 
east of base. 

Have the far southeastern robot factory produce tough ’bots 
while the near factory makes howitzers. Leave your heavy tank 
under the southern center vehicle factory and have it create how- 
itzers. Blow away the surrounding mountain so that the howitzer 
has a clear line of fire when placed to 
the north side. Produce guns at the 
nearby robot factory northwest of 
your base and keep the APCs armed 
with tough robots for support. Take 
the heavy tank and light tank and 
hunt down the enemy heavy tank. 

B e y to fix your heavy 


Once you have two heavy tanks, you can level the rest of the 
enemy forces. Create some snipers, put them in APCs, mix them 
with your toughs and charge into the enemy fort. 


This is one of the more refreshing 
missions because it’s fairly easy and 
straightforward. Send your heavy 
tank to the southwest with a psycho 
unit to capture territory and vehi- 
cles. Move your medium tank and 
remaining two psycho units east to 
do the same. 

Capture as much as you can and 
produce mostly guns to guard what 
you’ve captured. Lay waste to build- 
ings that aren’t yours; you’ll have the 
upper hand territory-wise after your ini- 
tial gain, so you won't need any more. 
Have your fort produce howitzers and 
place them to the north. After you’ve 
reduced most of the outside enemies to rubble, fix the northem 
bridge and take your vehicles to destroy the enemy fort. 
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Drive your medium tank and he to the flag due north. 
Keep them separate and have your acquired robot factory pro- 
duce tough ‘bots. At your fort, mar ture medium tanks. Guide 
your snipers to the center western area mme ediately, grab the 
Gatling gun and produce howitzers; this | very mportant for win- 
ning. Move a psycho unit due west, capture the vehicle factory, 
set it to produce Mo Missile vehicles and. juide them north to 
take the gun emplacement and pre ygiel Have the nny 
produce guns. 
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Geers tough ‘bois to the 
center eastern ames eben the vehicle facility and blow 


ee create ho itzers. Then take your psycho unit north 
: to oe) the adjacent Sary to produce more 
| howitzers. 

After your medin and heavy tank have dis- 
posed of the enemy heavy tank, move the medium 


_ / : factory. ‘Eventually, you should have enough howitzers to cover 
both sides. Move up with Mo Missile vehicles and medium tanks 


ee enemy fort. 


eee ee ee ea is 


Y. Weicord to the metropolis. It’s time to go _— 

shopping for vehicles. Set your fortto pro- = * = 
_ duce howitzers. Use your Jeep to snare the _- 
nearby flags to the north and south. Pair 
two groups of medium and light tanks; = 
send one unit to the bridge just southwest ~~ 
of your base and the other to the nearby _. 
northwest flag. Move your snipers to the southwest iiidga. 
deposit one in the gun and take the other two Batiipers due south 
as fast as possible. 

It’s imperative that you grab the —— to the south in the eastern 
parking lot. Make sure that one sniper doesn’t jump randomly into 
a vehicle; guide him directly to the flag and have him man the 
heavy tank. You can produce just regular grunts for now to man 


does near your fort. 


S| take the flag to the far southwest on the island in- 


the bridges blown apart between the parking lots" 


away from you for now. After you’ve fortified your 


c ak R PLAYER 


tank to the east to support your Bei orproducln 


aa it and the tank without taking any damage. If you pertonn 


and eliminate the remaining enemy resistance and, ergs he 


_ Immediately send your tough unit and heavy | 

tank to get the medium tank to the north 

and secure territory along the way. Move - 
_ your laser ’bots northeast to take the robot _ 


the vehicles ey Take the heavy tank north to back up YOUF oe 


create snipers. Maneuver your heavy tank to acquire the level five — 
| 7 a factory to the east of where you hot-wired the medium — - - 
“the pond. Have another board the Mo Missile == 


_ When you get your next soldier unit, have c one © 


: vehicle and take it north. It’s a good idea to leave _ | 


: missions will make this level seem ae 


acquire the heavy tank. Use this c devastating due to secure the _ 


cle factory. © 


facility, vehic 
ml vehicle facil 
a circular radius of fire approach to decimate enemy heavy tanks by © 


relax and enjoy the ending cinematic 
petiere:. CP 


As for your center eastern territory, 
move your tanks to the adjacent north- 
ern territory and use them to destroy s 
enemy tanks while your lasers, snipers and pyros destroy the how- 


‘itzer and take the territory. Set the factory to produce heavy tanks 
_ and move your teeneinieg soldiers north to take the northeastern 
robot factory. — 


A good ataiagy for your southwest heavy tank is to stay to the 
east side of the bridge, have the crane repair the bridge, move 


: away and shoot the bridge three times. When an enemy heavy 


tank goes across, simply shoot the bridge one more time to 


all this successfully—especially taking the northeast territory _ 


: ~ quickly—you can easily build forces to storm the fort. Make APCs 2 
— and arm them with lasers to shoot the enemy fort’s guns. __ a 


factory. Order your snipers to go directly 
east and snare all the territory and the light 
tank along the way. Move your medium and light tank at the Pay 
due east, place them by the robot factory and radar installation a 
and merge them with the news acquired light tank. 7“ 
a - Set your fort and level five vehicle fac- 
| oe to produce heavy tanks. Have all 
capable robot factories produce how- 
itzers and have the others make guns. 
.«« After your initial orders have been carried 
— ere out, have your northern medium tank | 
grab the northwestern robot factory and | 


“When you protect your northern vehicle facility against enemies, = * 


: ee watch the circular radius of fire and move your heavy tank — 
to keep the enemy heavy tank and missile vehicle ___ away from other tanks as soon as they come into range. You can 
_ @liminate other tanks without taking any damage. You'll have the 


tortor take the southwestern lot sans use le tanks in Mo — | 7 ope hand, and completing the mission will be straighnlounes rc 


ea ee 


Congratulations, you’ve finally reached — = 
the last battle. All your trainingin prior = * 


easy. Set your fort to produce heavy 
tanks. Move your sniper unit north | q 
through the canyon, grab the Mo Missile : 

vehicle to blast a path further north. and 


northwest quadrant contains the two robot factories and vehi- 7 , 


units all t ihe: way east to capture the robot ve o 
heavy tank. Produce heavy tanks atall 
ies and howitzers at your robot facilities. Use the =e 


ing ° them enter ‘your firing range and then backing igh so ‘that a 
ou eee but the enemy tanks don’t. 


arc ware. Lay waste to enemy facilities near bien 

my fort and take your force in to end hee . 
=) tic menace once and for all. Break out 
ome of your favorite refreshments, 
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100 COMPUTER 


by KEVIN J. 


Everything good about America 
has gone to pot. Life under the 
new autocratic government is 
boring and routine. The 
only way to restore things 
to the way they were is by 
generating some real 
chaos, citywide. Here are 
some extremely effective 
strategies you'll need to 
create chaos and win the 
game. 

At the beginning, imme- 
diately take over the hos- 
pitals and the temples. 
Your gangs will take a beating 
in the long run, and this will 
help keep them fit and ready 


You hold your breath as your 
Fast Shadow scout leaps onto 
the ridge and disappears from 
sight. The Fast Shadow reports 
no signs of enemy activity. As 
you relax your grip on the con- 
trols and pilot your Demon for- 
ward, you gaze through the 
acrid volcanic ash floating 
through Charon’s inhospitable 
atmosphere. You lost another 
Demon on this run, and this was 
not only the loss of a good Herc, 
but also the loss of an expen- 
sive Bioderm pilot. 

Suddenly, plas- 
ma rips through 
your Fast Shadow 
scout and ends 
its existence. Out 
of nowhere, three 
Genocides charge 
forward and turn 
their guns on you. 
Frantically, you 
cut loose and 
send searing bolts 
of lasers and 
hunter-killer mis- 


McCANN 


and help new 
recruits reach their 
full potential. 

The next item on your list 
should be factories. This will 
allow you to get a 30-percent 
discount on hardware. By con- 
trolling hospitals, temples and 
factories, your gangs will be 
virtually omnipotent. 

You will need money, how- 
ever. The solution lies in the 
game’s title: chaos. Make sure 
that you have one gang per 
sector commit chaos each 
turn. Last, but not least, victo- 
ry goes to those with the most 
advanced science. Provide 
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your high-research gangs with 
science kits, and they’ll discover 
some killer high-tech hardware 

that will literally put the opposi- 
tion six feet under. 


siles into their midst. One goes 
down, but now you’re out of 
time, and Lady Luck doesn’t 
appear to be smiling on you. But 


1. Run a text editor. (Notepad 
in the Windows 95 
Accessories folder will work). 
2. Load CSTORM.INI from the 
directory that you installed 
CyberStorm into. 

3. Pick a code from the list 
below. Example: I’ll buy that 
for a credit. 

4. Type the code on a line by 
itself somewhere in the file, 
and be careful to spell cor- 
rectly. Don’t worry about capi- 
talization. 

5. Repeat steps 3 and 4 until 
done. 

6. Save the text file. 

7. Start CyberStorm and you 
will now have new menu 
options available at certain 
screens. 

There are two main screens in 
which you can enter cheats; 
the HercBase screen and 


with a few minor adjustments, 

you can have her grinning at you 
nonstop as you stomp your way 
through mission after mission in 


the Main Combat Menu 
screen. The cheats will work 
only if they are typed in the 
proper screen. 


HERC BASE SCREEN 

2112: repair your hercs and 
bioderms quickly and autolink 
pilots more efficiently. 

i changed my mind: change 
the difficulty if it’s too easy or 
too hard. 

Vit buy that for a credit: 
gives you a whopping single 
credit. 

For a few credits more: 
supplies you with a cool 1,000 
credits. 

Credits from heaven: a nice 
repair reserve, it gives you 
10,000 credits. 

i need more wheat: want a 
couple more Tola Bioderms? 
No problem—with your brand 


= 


Atomic/Microsoft for IBM PC 


Enemy soldiers who command 
tanks are extremely vulnerable 
to infantry fire. Although you 
don’t want the infantry to stand 
up right in front of the tank, it 
can provide very effective sup- 
pression fire on enemy tanks, 
kill the helmsmen and nullify 
the tank. 


One Stuart is worth a thou- 
sand tanks. Well, not quite, but 
if you use the Stuart’s speed, 
maneuverability and turret 
action properly, you can speed 
behind enemy lines easily and 
blast apart tanks and vehicles 
without having to worry about 
return fire. This allows your 
other tanks and infantry to 


MissionForce: CyberStorm. 

lf your Hercs are getting their 
collective behinds wasted dur- 
ing the tough Elite missions or if 


new 100,000 credits. 

it’s good to be the king: turns 
you into Mel Brooks. Weil, 
maybe not, but let’s just say 
you become fantastically and 
ludicrously wealthy. 

Heal me: seeks divine interven- 
tion to repair all Hercs and 
Bioderms. 

t don’t like those: missions not 
very appetizing? This will bring 
new random missions. 
Brownnoser: ah, the ultimate 
way to quickly attain the 

next rank. 

God emperor of m138: that’s 
right, you can become the max- 
o-commander of the universe. 
Boto bombs anyone?: you can 
now buy special BGMs. 

Herc me some more: pur- 
chase any Herc, regardless of 
your rank. 

He who dies with the most 


To do so, 


the tilde (~) 
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accomplish other tasks, too. 


If you fall behind schedule or 


find yourself getting the 
bejeezus kicked out of you, 
look for a prototype M36 tank 
to arrive. These tanks can help 
turn the tide of the battle—they 
appear only when things are 
going badly for you—and give 
you your second wind of war. 


An undocumented feature of 


multiplayer Close Combat is 


the ability to chat with your 


opponent 
during 
gameplay. 


simply tap 


key, type 
your mes- 
sage, then 
hit Enter to 
send it. 


_ Ocean for IBM PC | 


pene CHEAT CODES 


You thought being at the con- 
trols of the most tactically 
advanced fighter would 

be a piece of 
cake. The only 
problem is 

that you’re so 
trigger-happy 
that you simply 
can’t keep enough 
ammunition to complete 

mission objectives, and now as 
you attempt to hightail it back to 
base, enemy fighters are strip- 
ping the armor from your 
defenseless jet. 

Luckily, you don’t have to 
make it back to base to resupply 
your fighter. Instead, simply press 
Shift and the D key simultane- 
ously, to receive a mid-air replen- 
ishment. Not only will you dis- 
cover that your ammunition and 
rockets have 
been completely 
re-armed, but 
your aluminum 
strips will be back 


you merely want to experiment 
but lack the funding, 
MissionForce: CyberStorm has 
plenty of cheats. First, you must 


toys: one thing you won't be 
doing is dying if you use this 
code. You can purchase any 
technology. Combine this with 
the prior code and you can cre- 
ate an unstoppable force. 


MAIN COMBAT 
SCREEN/SELECTED UNIT 
Don't just stand there!: your 
units will open fire independently 
when an enemy walks into 
range. Keep in mind, your 
*derms only fire whatever 
weapons they have left from 
their prior turn. 

tam whole again: heals your 
Bioderm pilot. 

Look into my eyes: edit your 
Pilot data. 

i'm feeling much better: for- 
get Nanorepair; this automati- 
cally repairs your Herc in the 
midst of battle. 


set up CyberStorm so that its 


internal cheats can be activated. 


Run like the wind: provides 
full energy to your Herc, and it 
allows you to return fire again 
and again. 

Pll be back: reloads your Herc 
with replenishable ammo. 

| cheat therefore | am: heals 
your Bioderm, repairs your 
Herc, replenishes ammo and 
energizes your battery. The aill- 
encompassing cheat code. 

Let me help you: activates a 
series of menu items and allows 
you to give the current unit an 
objective to be managed by the 
computer (autopilot). 


MAIN COMBAT SCREEN/ 
ENTIRE FLEET 

Hollywood hercs: heals all bio- 
derms, repairs all Hercs, replen- 
ishes fleet and energizes all 
Hercs to full batteries. 

Fly like an eagte: current bat- 


up to full as well. 


tery just not enough? Then 
over-energize your entire fleet, 
and give it extreme energy 
reserves. 

Now this might sting a bit: 
select an enemy and it’s toast, 
regardless of its size. 

Be very afraid: similar to the 
previous code but kills many 
enemy Hercs. 

Death to all who oppose us: 
blasts all enemies to oblivion. 
Useful for eliminating a pesky 
enemy Herc that’s hiding some- 
where or for simply blowing the 
#$# out of a huge enemy force. 
Mine your own business: a 
godsend——automatically mine 
all ore. Extremely nice when 
you've eliminated the enemy 
and want to grab all the ore 
quickly. 

Hello world: adjust the fog of 
war range. 
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You follow the shoreline at an 
altitude of 3,500 feet. The golden 
desert contrasts remarkably 
with the deep, blue 
ocean. Your reverie is 
short-lived, however, 
because the sky 
around you explodes 
in stunning shades of 
yellow, orange and 
red. You dive for 
cover and get as 
close to the deck of 

= the landscape as pos- 
sible in an attempt to thwart the 
enemy antiaircraft fire. 

Suddenly, your jet starts to 

spin out of control. You attempt 
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Somehow, no matter what you 
do, your tower always ends up 
looking like a two-story motel. 
Where does all that money go? 
Fret no more, and don’t worry 
about accounting, because the 
following cheats will not only 
get you off to a healthy start, 
but they’ll also spruce 
up your bank account. 

Want to start with a 
nice three-story lobby 
and double the aver- 
age starting funds? 
Simultaneously press 
the Ctrl and Shift 
keys and click on the 
Lobby tool at the 
lower-left corner of the 
screen. Now click 
where you want the 
lobby to be while still 
holding the Ctrl and Shift keys. 
There you go—a nice three- 
story lobby and lots of starting 
money. 

You want more money? 

Luckily for you, SimTower 
accommodates greed. The best 
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to work 
the joystick, 
flaps and rudder, 
but nothing responds. The 
G-forces tear into you as you 
look out to the right. 
Something’s missing—your 
right wing. Your jet blasts sand 
and fire skyward as it slams 
into the ground and ends your 
campaign. 

Face it: losing a pilot during 
a Campaign is a drag. And with 
a large assortment of enemies, 
from SAMs to enemy jets, 
you’re bound to lose many a 
pilot, and this will cost you time 
and enjoyment. 


way to get a 
heaping amount 
of money is to 
perform the fol- 
lowing actions. 

Begin a new 
game and create 
a starting tower. 
Save the game 
as MONEY.TDT. 
Exit SimTower and go to the 
DOS prompt in the SimTower 
directory. While you’re in the 
SimTower directory, type 
DEBUG MONEY.TDT and 
press Enter. Now type 100 00 
24 ? 00 85 FF FF 00 (? repre- 
sents a one- to six-star tower, 
depending on what you want) 
and press Enter. Now type w 
and hit Enter. Last, hit q and 
press Enter. Restart the game, 
load up your MONEY.TDT 
tower, and you’ll be stuffed with 
bucks. 

Here are some hints that are 
extremely helpful in designing a 
fully functional tower. Create an 
express elevator that covers 


Fortunately, 
you can resurrect 
your pilot once he meets 
his maker. Proceed to the con- 
trol center and into pilot selec- 
tion. Now choose the pilot 
name from the listing. Double- 
click your deceased pilot’s 
name, then double-click the 
buckle in the picture of the 
pilot in the cockpit. Click on 
OK; this will cause the screen to 
temporarily freeze. Click on OK 
One more time, and you'll be 
back at the control center with 
one minor change: your 
deceased pilot will be alive and 
ready for more campaigns. 


your entire vertical spectrum, 
from the lowest floor to the 
highest. Keep in mind that you 
must have a sky lobby every 15 
floors. Standard elevators 
should be placed to moderate 
traffic from each sky lobby to 
the floor just underneath the 
next sky lobby. You can place 
stairs from the lobby to the next 
three stories and escalators 
from the lobby to cover the 
next six floors. 

Finally, to place a metro, you 
must have B9 completely 
empty. Whenever you start a 
new tower, try to keep the floors 
B7 through B9 cleared until you 
have produced your metro. 


- 


Mirage/Acclaim for IBM PC 


Perhaps you had one beer too 
many. Or maybe you thought 
the sequel would be an 
improvement on the original. 
Well, now you’re stuck with it, 
and you may as well make the 
most of it. 

If you find yourself getting 
the nuts and bolts beaten out 
of you, you will definitely want 
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to learn the powerful secret 
moves of Rise 2’s robotic com- 
batants. There are a total of 18 
robots, and this means there 
are lots of individual special 
moves. The following are the 
primary special moves for each 
of the combat ’bots. 


CHROMAX 

Drill dash: toward, toward, 
toward, kick. 

Head throw: away, away, away, 
punch. 


CRUSHER 

Acid spit: away, away, away, 
kick. 

Dive: toward, toward, punch. 


CYBORG 

Mid-air fireball: toward, 
toward, punch. 

Shoulder barrage: away, away, 
toward, kick. 


DEADLIFT 

Sword charge: away, away, 
toward, punch. 

Teleport: toward, toward, kick. 


DETAIN 

Headbutt: down, up, punch. 
Three-hit chaos: toward, 
toward, punch. 


GRILLER 
Pagga to the bone (finishing 


move): toward, toward, toward, 


punch. 
Slap attack: away, toward, 
toward, punch. 


INSANE 

Bat attack: down, down- 
toward, toward, kick. 
iceball: down, down-toward, 
toward, punch. 


LOADER 

Headbutt: down, up, punch. 
Lightning: toward, toward, 
down, punch. 


LOCKJAW 


Electrocute and fry (finishing 


move): away, away, toward, 
punch. 

Mid-air missile: toward, 
toward, punch. 
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NECROBORG 

Flying punch: down, up, 
punch. 

Lightning: away, away, away, 
punch. 


PRIME-8 

Ground bash: down, down, 
down, punch. 

Barre! roll: down, up, kick. 


ROOK 

Jet kick (mid-air): toward, 
toward, kick. 

Kick repeatedly: press kick 
several times quickly. 


SALVO 

Flamethrower: down, down- 
toward, toward, punch. 
Knife: toward, down-toward, 
down, punch. 


STEPPENWOLF 

Guns: away, away, away, 
punch. 

Swandive: toward, toward, 
kick. 


SUIKWAN 

Flaming kick: toward, toward, 
kick. 

Flaming-sword strike: toward, 
toward, punch. 


VANDAL 

Buzzsaw attack: down, down- 
toward, toward, punch. 

Jet kick (mid-air): toward, 
toward, kick. 


V1-HYPER 

Skip forward: toward, toward, 
toward. 

Sliding kick: away, away, kick. 


WAR 

Barrel roll: down, up, punch. 
Skip forward/skip back: 
toward, toward or away, away. 
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You get your spider-butt 
squished each time you reach 
the boss at the end of the 
level. Although you’re not nec- 
essarily experiencing separa- 


tion anxiety, you do 
have boss-a-phobia. 
The most immediate 


the level that’s causing 
you frustration. 
The following pass- 


Cure is to simply bypass 


codes are for the playing levels 
in Venom/Spider-Man: 
Separation Anxiety. You must 
enter the passcodes at the pre- 
game prompt to activate them. 


DCCPMH: Level 2 
-MDRKJP: Level 3 


STSPPC: Level 4 
QPMJCV: Level 5 
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Examine Fitzpatrick’s card for his vid- 
phone number, call him using the vid- 
phone and interrogate him. Nilo is your 
first lead. 

Step outside and make up with 
Chelsee. Play down the date aspect. You 


automatically proceed to the 
Ritz afterward. 

Be nice to Nilo and offer 
him the $2,100 for the rent. 
Offer Nilo $100 for informa- 
tion and inquire about all top- 
ics. After the “pleasant” con- 
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versation, go through the door and up the 
stairs. 

Examine the security panel by door A. 
Go back down and talk to Nilo. Reply with 


option C, then C again, refusing assertively. 
Return to door A and enter code 4827. 


Memories of your last case come to mind 
as you regain consciousness. First open 
all the desk drawers and take and exam- 
ine the items within. Walk over to the 
chair and 
move the 
cushion so 
that you can 
take the item 
underneath. 
Open the 
top box and 
take the 
book that’s 
inside. Take 
the letter 
from the 


desk by the bed, then pick up the scarf. 
Last, open the desk and take the claim 
ticket. 

You’re hungry for information, so head 
to Louie’s Diner. Offer Louie the scarf 
and untranslated letter and give him the 
$200 you owe. Then question him thor- 
oughly about the different names. 

It’s time for a quick trip to see Rook. 


Pay Rook the $300 you owe him and 
question him thoroughly about objects 


and names. 
Purchase the 
“Yucatec 
Made Easy” 
book. After 
you talk with 
Rook, com- 
bine “Yucatec 
Made Easy” 
with the 
untranslated 
letter, then 
examine the 
results. 

Bring up 
the travel 
menu and 
take a trip to 
the cabin. 
Take the CD 
from the 
drawer. Pick 
up the crum- 
pled paper 
by the door 


through which you entered and examine 
it. Go upstairs and move the painting. 

Return to the computer room in Tex’s 
office and put the CD into the computer. 
The crumpled paper is the clue you need 
to solve the puzzle on the computer. After 
you have correctly positioned the colors, 
the code for the upstairs security panel 
will be revealed. 

Head back to the cabin and enter the 


code to open the door. Go inside, open 
the cabinet, grab the film and put it on 
the projector. Now pull down the projec- 
tion screen and start the projector. 

Move the papers on the floor and 
remove the floor plate. Ugh, that’s one 
dead dude. Return to Chandler Avenue 
and proceed through the fence to the left 
of the Golden State Hotel to get to Coit 
Tower. 

Talk with Clint at length. Be sure to get 
Leach’s key. Stop by the mailbox on the 
street and help the little orphanage letter 
find its way to the mail- 
box. r 
Go down the alley to , 
the back of the | 
Flamingo. Take the 
antenna out of the trash 
can by the Flamingo’s 
back door and use 
Leach’s key to go 
inside. 


; ; ~ Malden at the police 
= station. Show Mac the 


Talk with Leach and play it straight. 
Offer him the scarf. Take off to Chelsee’s 
to apologize for standing her up. Resort to 
showing her the bump on your head. Be 
nice so that you can accompany her back 
to the Flamingo to get inside. After your 
night has turned to disaster with Chelsee, 
you'll get your chance to talk to Emily. 


It’s time to piece Emily’s torn note together. 
Unfortunately, there’s no 
shortcut. Just be sure to 
place some edge pieces 
within the border first. When 
you have a correct fit, the 
pieces automatically align 
(thank God). 

Go visit your buddy Mac 


threatening note you 
pieced together and 
ask about the Black 
Arrow. 

Make a break for 
Louie’s Diner. 
Question Louie about 
everything, then go out 
to the street and walk 


to Rook’s Pawnshop. 
Along the way, you can 
pick up your landlord 
Nilo’s wallet. 

Stroll behind Rook’s, 
open a trash can, take 
the old copy of the “Bay 
City Mirror” and examine it. Go inside, 
talk to Rook and inquire about Lucia 
Pernell. Examine her business card. 

Go back to your office and use your 
vid-phone to call Lucia. Meet her at 
Louie’s Diner. Back at your office, listen to 
the message on your answering 
machine. 

Someone is on 
the roof of Rusty’s 
Funhouse. 
Examine the door 
of the funhouse. 
Pay a visit to 
Malden at the 
police station 
and inquire about 
Rusty’s Funhouse 
to net the key. 

Proceed to 
Rusty’s and use the key on the door. A 
police puzzle is still in the way. Refer to 
the picture for the solution. 


Once you’re inside, 
walk behind the bench 
and move the lever on the 
floor to reveal a secret 
area and a ladder to the 
roof. Walk against the lad- 
der to climb onto the roof. 

Pick up the jacket and 
search it. A torn photo- 
graph—great. Piece the 
photograph together and examine it. You 
need to study the photograph more closely, 
so go to the electronics shop. 

Give Zack the $1,230 to settle your 
account. Buy the visual apparatus ana- 
lyzer and combine it with your reassem- 
bled photograph. Zoom in on the street 
sign and door to get the address. 

Cruise to your office and give Lucia a 
quick call. Ask her about 
Sandra Collins. A visit 
to Collins’ house is now 
in order. 

Look behind the 
sewing table by the 
plant. Pick up the 
Autotech card on the 
floor. Travel to Autotech. 

Grab the visitor pass 
on the floor by the 
wooden chairs and take the hairbrush 
from the table. Get the curtain cord from 
the blinds on the door. Open the window 
to the receptionist area and look at the 
clipboard. 

Combine the hairbrush with the curtain 
cord, then use the result on the clipboard. 
Examine the clipboard, then use the visitor 
pass on the security panel, 
followed by the code 8338. 

Go into the now unlocked 
area and enter Dag Horton’s 
office. Take the padlock key 


from the top of the bookcase. Move the 
book on his desk and take the notepads. 
Open the CD player and take the key. 
Take the necklace from the lower desk 
drawer. Use the key on the right-hand 
file cabinet, take the llama box and 
examine it and the photographs. Look at 
the evidence room door before you leave. 
Head back to Chandler Avenue and 
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enter the alley behind the Golden Gate 
Hotel. Talk with the preaching Crazy 
Gary. He’ll give you information in 
exchange for Scotch. 

Go past the closed Slice of Heaven 


and open the door at the end of the 
street. Walk up the hallway, move the box 


at the end and open the other box. Grab 
the bottle of Scotch within. 

Return to Gary and give him the 
Scotch. Interrogate him thoroughly. Travel 
to the ACME Warehouse and use the 
padlock key to enter. 

Open the chest and pick up the peg 
leg. Go behind the crates near the stairs 
and turn on the crane. Lower the crane 
onto the crate. Use the peg leg to secure 
the crate. 

Lift the 
crane and 
take the 
map that 
was hid- 
den 
under- 4 
neath. ate 
Now open ° 


the crate, 
take the 
items 
inside and 
examine 
each. 

Travel to . 
Rusty’s is 
rooftop 
and enter the water tower. Look through 
the binoculars. The Black Arrow is 
attempting to kill Emily. 

After you have saved Emily, run into 
Rook’s and ask whether he has seen the 
Black Arrow. He’s on Rusty’s rooftop, so 
head on up. 

The Black Arrow is on the lower roof, 
but you must sneak up on him. The next 


part is tricky and must be timed correctly, 
SO Save your game first. The Black Arrow 
has a gun, and you need to get down the 
stairs when he isn’t looking. 

The Black Arrow looks at his watch 
every other time that he looks away. Wait 
for him to look at his watch because that 
takes more time. Run down the stairs and 
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duck behind the cooling unit. 

Peek up over the cooling unit. Wait for 
the Black Arrow to look at his watch, then 
charge him. The ensuing confrontation 
sends the 
Black 
Arrow off 
the roof for 
a timely 
meeting 
with the 
pavement 
below. 


Take a trip to the Flamingo and question 
Emily and Gus about everything. 
Exit to the alley afterward. 

Use the antenna to snag the 
brown paper bag from the street 
lamppost. Combine the bag with 
your visual apparatus analyzer. 
Zoom in to the lower left portion of 
the paper bag. 

Travel to Rusty’s rooftop and 
walk down to where you fought the 
Black Arrow. Pick up the tracking 
device and go to the alley behind Rook’s 
Pawnshop. 


Turn on the tracking device and move 
the sewer lid, then climb down the lad- 
der. Go down the hall and turn left. Go to 


the second section and switch to the 
interactive mode; the tracker should 
beep constantly. Search the right-hand 
wall for a movable brick. 

After you’ve found it, proceed down the 
tunnel until you reach the address A12-C. 


Open the box to the left and take the 
chisel (how convenient!). Go back to the 
movable brick and use the chisel. Before 
you get the item, you must disarm a mine. 

Don’t sweat it. This puzzle is actually 
pretty easy. For starters, go to the red 
side, load two dark red cells onto the 
shuttle, 
followed 
by the 
light red 
cell. Use 
the 
trans- 
port, 
then put 
in the 
two dark 
green cells, followed by the light green 
one. Just keep in mind that you must 
always put the light cell in last. 

After you have disarmed the mine, pick 
up the box. Return to your office. Oh man, 
the NSA agents are waiting there. You’re 
taken for interrogation. Do not tell the 
whole story; reveal only part of the story. 
Ask for leniency, let the agent in on the 
box, then try to bargain. Last, hand over 
the box. Any deviation from this sequence 
will cost Tex his life. 

When you return to your office, the lovely 
Regan greets you. Speak with her, then 
travel to the police station, talk with 
Malden and inquire about the PBA 
number. | 

Take off to the post office. This reveals 
a new location to visit—the garden 
house. To get into Malloy’s room, tell a lit- 
tle white lie, then show the photo, use a 
little patience and finally break down in 
grief. Take the anagram book from the 
nightstand. 

Open the desk and take the magazine 
and business card. Take the envelope 
from the middle drawer and examine it to 
find a CD. Travel to Tex’s computer room 
and use the CD on the computer. 

Darn! The CD is password-protected. 
Return to Malloy’s room. Pick up the 
newly placed jeans on the chair and 
examine them and their contents. Take a 
trip to the waterfront warehouse. You’ve 
finally discovered Malloy! Too bad every- 
thing ends up on fire. 


Malloy is dead, and you 
ble than before (if that’s possible). Grab 
the incoming fax and 
examine it. Check your 
vid-phone for messages. 

Head off to do some 
research at the waterfront 
warehouse. Grab the 
paper from the floor and 
examine it. Take the note 
from the table and exam- 
ine it. Move the pallets in 
the corner and look at the 
safe. 

Take off to the electronics 
shop and buy the Robco 
Combuster, then return to the 
warehouse. Use the Combuster 
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on the safe, turn the Com- 
buster on, then turn the safe 
knob to get the numbers. 
The code is 21-31-15-07. 


Take the paper that’s within 
and examine it. Be sure to get 
the small key, too. 

Go to the garden house and use the 
small key to unlock the closet. Get the 


briefcase that’s on top and examine it, 
then grab the book from the floor. 
Return to Tex’s office and use the vid- 
phone to call Regan. Go to the Imperial 
to meet her. You finally have a box again; 
examine it. Get the message on the vid- 
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phone and call Lucia. Question her 
thoroughly. 

Now is a good time to visit 
the police station to talk to 
Malden. After questioning 
him, go to the morgue. Take 
the scalpel from the counter. 
Use the scalpel on the 
drawer marked G-I. Get the 
wallet and key and examine 
them. 

Travel to Horton’s office 
at Autotech and use the small key on the 
other file cabinet. Get the pamphlet 
that’s inside and examine the contents. 

Go out into the hallway 
and proceed to the evi- 
dence room door. Use 
Horton’s security card on 
the security panel, then 
key in 773348 and enter 
the room. 

Open lockers B17 (using 
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oe ' the NSA key), E13 and E37 


(using Pernell’s key). 


Retrieve and examine the contents. You 
have another box. 

Walk over to the evidence scanner 
and move the “bottom open” button on 
the panel. Put Emily’s puzzle box into the 
compartment. Enter the code 1091 on 
the numeric display and click on Enter. 
Pick the demagnetized box back up. 


Now put the Operation Euphoria Disc 

into the evidence scanner. Enter the 

: code 1091 again and 
retrieve the CD. Head 
back to the office and 
answer the vid-phone. 
Give Fitzpatrick a call 
on the vid-phone and 
question him. Time to 
ring up Archie Ellis. 
Answer “J.I. 

Se Thelweit,” “the plain 
of Nazca” and “the Gate of the Sun.” Take 
a trip to Archie’s Cosmic Connection 
and question him about everything. 

Return to Tex’s office. Now is a good 
time to open a puzzle box. Combine the 
tapestry with Regan’s puzzle box. When 
you have unlocked the box, examine the 
contents. 

Combine the pegs with the demagne- 
tized puzzle box. Merge the map of Asia 
with the flight schedule. Now combine the 
result with the demagnetized box. Follow 
the flight schedule to place the pegs. 

After you have opened 
the second box, examine 
the box and slide, then 
visit Archie. Show him 
the slide and ask him 
about Roswell and 
security clearance. Go 
back to the office. Call 
Fitzpatrick and inquire 
about Roswell. Day five 
comes to a close with 
Murphy remaining con- 
scious for a change. 


The Remaining Days 
Next month, Murphy 
tackles his most difficult 
challenges and puzzles. 
Not only does he have to 
deal with the vengeful 


woe" NSA, who try to take him 


out, but an otherworldly 


alien also wants Murphy dead. But for now, 
relax, hang up the fedora and rest assured 
that next month’s guide will bring Murphy 
to a safe and victorious conclusion. GP 


And you thought your 
Commute was hell. 
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and the PlayStation vas are B trademarks of Sony Computer Entertainment, Inc. All other trademarks are the property of their respective holders. Call 1-800-771-3772 for information on Game Ratings. 
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REACH OUT AND 


TORCH 


The hottest flight simulator game is now torching up your Windows® 95 PC. It is 


F/A-18 Hornet. With incredible 3-D graphics and realistic instrumentation, it'll push 


you to the outer limits then bring you screaming back to earth. In fact, F/A-18 Hornet 


closely simulates the Navy’s own attack-fighter aircraft. There’s 28 different Persian Gulf combat missions to test your 


skills — where you can blow up everything from ammunition depots using the M61 


Vulcan cannon to MiG fighters with an AIM9 Sidewinder. So pick up the award 


winning F/A-18 Hornet today. It’s the best way to really get close someone. 
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REBOOT 


Once Upon a Time: 
Che Faxrv Cale Adventure 


: for designing The Faery Tale 
_ Adventure, an engaging, inspired 


game. He crafted the story, program- _ 


- ming, music and art. Released by 

- Microillusions in 1987 for the | 

_ Amiga, this popular fantasy adven- 
ture spawned numerous conver- 
sions, including ports to the C-64, 
Macintosh, Sega Genesis and, of 
course, the PC (unfortunately, the 
latter version sported ugly EGA 
graphics and inane speaker 
“bleeps”). Although no conversion — 
managed to retain the luster of the 
original, The Faery Tale Adventure 
was, and still is, a computer gaming 
classic par excellence. 

You see, back when King Graham 
_and his kin were trudging around 
the 16-color landscapes of — 
Quest, Julian and 
his brothers, 
Kevin and Phillip, 
were exploring 
the vivid 32-color 
world of Holm 
(yes, there’s no 
place like Holm). 
Moreover, The 
Faery Tale 


Adventure’s vast world was a a arcund 


breaking success. It featured a huge, 
scrolling land mass that spanned 
more than 17,000 screens, from the 
Mountains of Frost to the Burning 
Waste to Grimwood and the hamlet 


of Tambry. Further, the game’s music 


- pavid Joiner, who favorsthe 
moniker Talin, is best known ~ 


night cycles that affected the num- 


When The Faery Tale Adventure was ported over 
to the PC, it retained little of its original splendor. 


and visuals = Se ie norm 


for its time, with extras like day and 


ber of monsters roaming about. 
No adventure since has achieved 


a Stronger player-character relation- 
ship than that of Julian and his real- 
_world mentor. Though its save-the- 
_world-from-the-evil-Necromancer 
plot was nothing new, the story 


| Poe 


development and Julian’s personal- 
ity” made the quest a personal 
endeavor—one that was completed 
much too quickly. To illustrate, 
Julian needed food and rest to con- 
tinue happily on his way. Allowing 
him to become overly tired or hun- 
gry caused him to wobble as he 
walked (though he never fell down), 
then stagger as his condition deteri- 
orated until he could hardly be 
coaxed to take another step. Let him 
| stand idle too 
long, and he 
expressed his 
- impatience by 
glaring back 
through the mon- 
itor. Julian was as 
“real” as a pixe- 
lated personality 
has ever been. 
thughthalt ne ae like these, com- 
bined with the game’s stunning 
graphics and audio (in the Amiga 
version), made The Faery Tale 
Adventure such an eminently 
playable and memorable game. 
Although it’s still possible to find 
copies of The Faery Tale 
Adventure through used 
game sources, a more 
exciting possibility 
exists for fans of the 
classic tale. After almost 
10 years, The Dreamers 
Guild, with Talin on 
the design team, is 


overdue, much-awaited 
sequel—The Faery Tale 
Adventure II: The Halls 
of the Dead—to be pub- 
lished by Trimark 


hard at work on a long- 


Interactive. Designed for Windows 
95, this CD-ROM follow-up myste- 
riously transports Julian, Kevin and == 
Phillip to the fantastic world of Farr 
in a joint quest to subdue a horrify-_ : 
ing evil that’s ravaging the land. 

Promising even more innovations 
than the original, The Halls of 
the Dead uses a proprietary isomet- 


RRRBAAAABaS 


Expect to see the long-awaited 
sequel by the holiday season. 


ric tiling technology to create a 
dynamic Super VGA world of 
medieval fantasy. Players are free to 
roam and interact with all kinds of 
characters and monsters through a 
wide range of adventures. They can 
create their own stories within the 
framework of Farr’s fantasy realm 
rather than being forced down a 
linear path. This allows players to 
explore the parts of the Faery Tale 
universe that they find most 
appealing. 

Although finding a copy can be a 
daunting quest, The Faery Tale 
Adventure is still loads of fun to play, 
especially in its original Amiga 
incarnation. However, if all goes 
well, you'll be able to rejoin Julian, 
Kevin and Phillip for some fantastic 
new adventures this holiday season 
in what could well be a sleeper hit 
(based on my time with an early 
copy). In the meantime, a demo ver- 
sion should be available for down- 
load from Trimark’s website at 
http://www.trimarkint.com. In 
both the original and the sequel, the 
three brothers from Holm are a great 
bunch to party with. €P 
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® Realistic underwater 
simulation wit 


Blue Byte Software, Inc. / 33 South Roselle eed / Suite 201 / schawalie, IL 60193 / Voice: (847) 534-7950 / Fax: (847) 534-7951 
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CALL US AT 
FOR A FREE FLYER OR SEE OUR 
COMPLETE CATALOG ON-LINE AT 
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INCORPORATED 


F-16 flight controls are specifically designed 
to compliment the “Back to Baghdad” flight 
model. 


When you’re flying the best combat simulator 
only the best controls will do... 


* F-16 FLCS Required for the F-16 TQS to Function 


MILITARY SIMULATION INC. 


5910 N.E. 82nd Avenue Vancouver, WA. 98662 


PHONE (360)254-2000 FAX (360)254-1746 
World Wide Web: HTTP://www.military-sim.com 
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ographic data and 
with Air to Ground 
Baghdad” will provide 


Multiple boards and 
pieces in high color 
SVGA graphics! 


Real battles with each 
captured piece that puts you 
on the battlefield! 


L FANTASY 
Chess will never be the same! 


Available for Mac & PC CD ROM 
Download the demo at: 


http://www.artdata.com 
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